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COVER STORY: 

Little B&O 
Peep Game 

It might not be war, but it's certainly about 
history. With trie passing of many plush passenger 
trains into oblivion, Avalon Hill's brand new C&0/ 
B&O game will hold great fascination for the 
history buffs. The game rB-creates the problems a 
railroad dispatcher encounters in the day-to-day 
scheduling of passenger and freight trains. Situa- 
tions such as flooding of the Ohio River, Sticking 
brakes, tunnel blockage, mountain slides, mining 
accidents among the many, contribute to each 
player's problems. 

Today's railroads are in business to make mon- 
ey. Revenue as such is reflected in the game in the 
form of freight- load which are distributed at vari- 
ous terminals along the C&O/B&O main-lines. The 
purpose, of course, is for each player to pickup the 
most freight, the quickest The two main-line 
systems, themselves, create the competitive ele- 
ment since they cross each other in many areas. In 
tha play of the game, it is possible far players to 
"steal" each others freight-loads. 

The hard-core railroad buffs will eat this game 
up. Unlike Avalon Hill's original Dispatcher game, 
much of the "organizational" time is eliminated. It 
is only suggested that passenger trains be timetable 
operated. If players can conceive more efficient 
schedules than those of the actual C&O/B&O, they 
are welcome to do so in the game. 

The name of the game is "strategic efficiency. " 
and since this is akin to running a war, the 
C&O/B&O game should be right up the war-game 
buffs alley. 

We know this game will appeal to the wargame 
buff because they were the ones who tested it for 
us. They were also the ones who offered the many 
suggestions and changes that went into the design 
after the initial testing phase. Members of the 
International Federation of Wargaming, Spartan 
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Standing head and shoulders above the crowd of 
wargame publications is "Strategy & Tactics." 
While still in relative infancy, this fledgling of the 
Project Analysis Corporation has arrived at a point 
where "projit-taking" might very well he just 
around the corner for editor and publisher, Christ- 
opher Wagner. 

To find out what makes for a successful venture 
other than hard work and long hours, we put this 
very same question lo Chris Wagner in Person "It 
takes hard work and long hours," responded Chris 
who doubles as company salesman, bookkeeper, 
photographer, and car-wash manager. 

What started as a hobby while stationed in 
Japan, Chris has taken to the point where it helps 
feed his wife and two girts ages 4 and 6. "... not 
enough to feed me, though, that's why I hold 
down a pan-time pasltlun as office manager for a 
chain of car washes in Albany, New York. " 

We noticed by the size of tile company marque 
tiiut he doesn't have grandiose dreams. The conser- 




vative approach, a philosophy we find most real- 
istic here at Avalon Hill, is probably the main 
factor in Chris' success where others in the field 
have failed. 

"I studied engineering, but left because I was 
starving lo death. J worked in u bunk for two years 
and then joined the air force in 1960. 'Course, I'm 
still starving to death, but having fun doing it. " 

It's not all that bad for the personable publisher. 
To the contrary, war game buffs at! over the 
country hare literally rushed to get in on a stuck 
offering by Project' Analysis Corporation, 

Why not? Here's what Project Analysis has going 
for it; 1) an ever expanding market that is being 
actively developed by both Avalon Hill advertising 
and word-of-mouth by devotees themselves; 2) 
there are no other professional publications in the 
field; 3) Chris Wagner. 

So. we talked with Chris and here 's how it went: 

AH:For a relatively young company you have gone 

a long way, Why did you start S&T in the first 

place? 

Wagner:Initially it was started by a group of us 

who desired to broaden the hobby of wargaming as 



a whole. There were very few publications of this 
kind available at the time. Donald Featherstone's 
"Wargamer's Newsletter" dealt with tabic top 
games; Jack Scruby's publication, which also deall 
with miniatures had ju^E none out of business, The 
AH General didn't seem to us the answer and, of 
course, did not deal with miniatures at all. So we 
tried, with AH games as the basis, to fill the gap in 
the miniature field and present the whole spectrum 
of wargaming to the people that had never been 
exposed tO nil this before. 

AH:Wusn't this somewhat competitive to Avalon 
Hill? In other words, your magazine would make 
AH fanatics aware of other commercial products 
and thus sidetrack these people in this direction 
away from AH games. 

Wagner:To the contrary. We hoped to place the 
greatest emphasis on more advanced AH gaming us 
opposed to The General which serves more or less 
as a forum for Avalon Hillers only. You see, most 
of our writers are intricately involved in AH games 
as a hobby. Yet we steer away from presenting 
perfect plans and such if only because we know 
this area is being covered to a large extent in the 
pages of The General. Why duplicate efforts? S&T 
hoped lo appeal to the many gamers who, immedi- 
ately upon becoming familiar with a new AH game, 
attempt to improve upon and enlarge its scope of 
play. This philosophy is part and parcel of the 
traditional hobbyist. He's never satisfied with the 
producl as is...he must add his two cents worth, 
one of the reasons we present variants on existing 
AH designs. In addition, we expose him to the 
peripheral interests so as to expand his knowledge 
of wargaming as a whole. Wc find that S&T 
develops a greater participation by the reader. And, 
too, The General runs features such as Opponents 
Wanted, Specific Defenses, and Club Activities that 
we don't care to duplicate. What we hope to do is 
to take the average AH gamer from your stand- 
point and simply give him more meat. From there 
we may be able to get him participating in the 
other aspects of the hobby such as games with 
miniatures, games by other companies but wilh 
very little emphasis on abstract games. So you see 
by exposing him to more aspects of the hobby we 
can extend his overall interest. Thus his interest in 
the hobby will be extended over a longer period of 
time. 

AH: You say that you do deal with non-Avalan Hill 
lilies. What is the percentage of your subscribers 
owning AH games and not owning AH games? 
Wagner: At present 70% or more of our subscribers 
own AH games. Let's face it, the basis of S&T is 
AH games. But about 40% own military minia- 
tures. 1 would say that we have more people 
interested in all phases of the hobby than any 
other magazine could boast. 
AH:Of those who subscribe to both The General 
and S&T, quite a few have indicated a preference 
to S&T. Why is this? 

Wagner: Because we are involved more extensively. 
. we pick up where you leave off. The General 
appeals only up to a point. It loses that appeal 
when the wargame hobbyist becomes knowledge- 
able to where he seeks greater understanding and 
sophistication. Authors of The General are skilled 
players. We concede this. But when the hobbyist 
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feels Unit tie is js skilled and more, lie no longer 
wishes to relate to these people. His only recourse, 
then, is to S&T. He now loses interest in the 
specifics of certain "plans" and instead becomes 
interested in the historical angle. He knows, or 
eventually finds out, that this additional authenti- 
cation can be found in S&T. 

AH;What is your market? 

Wagner:The majority of our current market are 
high school and college students. However, our 
ndul! following is considerably larger than that ol" 
The General. Nonetheless, hobbies per se appeal 
basically to young people and wargaming is no 
different. 

AII:As you know The General is now in its 5th 
year, yet we are still experimenting with editorial 
formats. I'm sure you are traveling a similar road. 
WagnerTrue. Last year we ran a survey expressly 
for that very purpose. Articles that came closest to 
those found in The General were the least enjoyed. 
Our readers have reached a point of sophistication 
where they dislike being told what plans to follow, 
AH:Thts is in line with the fact that you have a 
higher percentage of adult readership and they, by 
nature, do not wish to be told what to do and what 
not to do. 

WagnenRight. This is an important point. Our 
people resent someone telling them that this is the 
answer. They know that there is always more than 
one right way of developing a plan. And further 




more, desire to find it out for themselves. Our 
ideas are presented to them in such a way as to 
motivate them to dcvclopc these "perfect plans" 
themselves. We do not, and will never, present hard 
and fast tactical rules to go by. 
AH:To reflect on your brief history, would you do 
anything differently if you had it to start all over 
again? 

Wagner:Yes; knowing what we know now, and 
when you consider how often we have changed our 
minds on just the last two years, we certainly 
would get off to a different start. We have not 
strayed from our basic purpose, however. And that 
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Wargaming League, St. John's University Military 
Strategy Club and the Princeton Wargame Club 
made major contributions during the testing 
phases. 

Even S/Sgt. Louis Zocchi, creator ot Game 
science's "Battle of Britain," got into the act. 
Actually, it was Zocchi's interest and fascination 
for the original Dispatcher game that prompted 
Avalon Hill's decision to follow up this game's 
demise with a similar device. Zocchi had spent 
hours formulating "perfect schedules" all of which 
were forwarded to the design offices of Avalon Hill 
back in the dog-days of 1960 and 1961. 

C&O/B&O is not a game that was thrown to- 
gether at the last minute. Our early subscribers will 
remember that we ran a contest several years ago 
to determine a name for the game. With the best of 
this lot being, "Little B&O Peep," we understand- 
ably titled it "C&O/B&O - the Game of Railroad- 
ing" instead. 

With a main B&O office located in beautiful, 
downtown Baltimore, research on this project was 
no problem. In concert with these people, particu- 
larly C&O's Promotion & Special Events manager, 
S. D. Lee, and the B&O's Director of Public 
Relations, William E. Pyne, Avalon Hill was able to 
dig into thousands of photos and technical data. 

The oldest railroad in the country began in 
Baltimore. It was built to offset the expected loss 
of revenue the proposed C&O Potomac River canal 
would siphon off from the port of Baltimore. 

Incorporated in 1828, the B&O swept westward 
to become the first railroad to unite the Ohio River 
with the east coast trading centers. Not long 
afterward, the C&O was expanding in like manner 
westward along routes laid below the Potomac 
River which was destined to be of such great 
import during the Civil War. 

By a stretch of the imagination, it can be said 
that the first Civil War casualties were B&O person- 



nel. Fully 18 months prior to actual commence- 
ment of hostilities, John Brown's band swept down 
into Harper's Ferry in their memorable raid. Brown 
surprised the eastbound night express killing the 
station master and wounding several trainmen on 
board. The alert wireless operator aboard the train 
got his message off to Washington from which 
troops were sent that resulted in the capture of 
John Brown before he and his band could escape. 

Running through the border states, both the 
C&O and B&O lines saw their system continually 
torn up through the ravages of war. It has been said 
by Union strategists that the C&O contributed 
more to the cause of the Confederates than any 
other railroad in the south. 

The history of these two lines makes for fasci- 
nating reading - and it can be found in the 
Dispatcher's Manual along with photos, old and 
new, making our C&O/B&O game a worthwhile 
addition to Avalon Hill's library of realistic, all-skill 
games. 

Available March 1969 

At this writing, C&O/B&O is not yet available in 
publication form. However, deliveries will be made 
first to retail outlets by March 1, 1969. Beginning 
March IB, Avalon Hill will accept mail-orders on a 
first-come, first-served basis, 

C&O/B&O will sell for $6,98, probably some- 
what less in the retail outlets. It will include a 
trainboard showing the entire C&O/B&O main-line 
system; instruction folder, Dispatcher's Manual, 97 
trains, freight-load counters, Situation Cards, De- 
partures Cards, and Timetables. 

If the tremendous upsurge of interest in model 
railroading is any indication, C&O/B&O could very 
well be the companion piece that ends up on every 
train layout in the country. 

If you think you've got what it takes to run a 
war, try running a railroad one time. 
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is to provide a magazine of broad general interest 
in the field of wargaming. 

AH:We feel thai S&T has been influential in the 
sudden emergence of a raft of newsletters and 
magazines put out by the little wargame clubs 
springing up all over the country. Have these same 
clubs exerted any influence and pressure on your 
philosophical format? 

WagnerrYcs, to some degree. Remember, these 
clubs spring up because of the intense interest 
people develop within the hobby. Naturally they 
have very strong ideas of how the hobby should be 
presented. We literally receive "demands" for 
change. Having an open mind, we consider such 
opinions. We're not opposed to spicing up our 
editorial matter with the. pros and cons from the 
readers themselves. Remember, these are the peo- 
ple who pay for the magazine because it contains 
something they want. Ever mindful of this, we'll 
give them whatever they want within reason. We 
intend to keep an open mind, and if we get into a 
controversial area we'll he sure to present every 
side of it. Our interest is not in taking sides, but in 
promoting the hobby in general, 
AH;A recent trend among wargame clubs is the 
publication, within their own newsletters, of ama- 
teur wargames designed by their own members 
Would S&T ever go down this road? 
Wagner:Yes. We are interested in this "sideline." 
But we hope to limit such games to those having a 
good chance of being produced commercially. 
We're not greatly interested in amateur designs. 
Ours would be high in quality: as high as is possible 
without actually going to the marketing format of 
the major gome publishers. We're aware that no 
greal amount of money can be made in such 
ventures. We're more interested in designing games 
as a service to readers. ..that is, a service whereby 
the hobbyist can once again broaden his interests 
in wargaming. 

AH:lsn't this in effect competing with AH? 
Wagner:Only to a relatively insignificant degree 
Remember, we're talking about two or three 
hundred games at most, 

AH:Let's go back to the marketing sttuation...in 
less than two years you have taken S&T from a 
non-profit publication to one that is well on its 
way to providing you with a livelihood. This is 
indicative that you have done something awfully 
right. What, then, are your future marketing plans? 
Wagner:Hopefully, we expect to become a nation- 
ally distributed special interest magazine seen in 
just about any newstand...a magazine on the order 
of Yachting, Scale Modeler, etc. The hobby as a 
whole has expanded tremendously within the 
previous two years... we're hetting on even greater 
expansion. Very definitely, we think wargaming is 
here to stay. While it might never reach the stature 
of model railroading, it shouldn't miss by much. 
Given plenty of scope and a broad appeal, it is a 
hobby that should eventually acquire national 
prominence as a hobby. 

AH:ls Project Analysis Corporation (S&T) consid- 
ering product expansion? 

Wagner:Naturally, we have plans for diversifica- 
tion. But much of it depends on how much capital 
can be generated thru S&T. As you know Project 
Analysis Corporation handles the sale of all AH 
games, even to the British market. And we also 
handle the distribution of many non-AH games 
such as Diplomacy and Battle of Britain. Shortly 
we expect to handle military miniatures because to 
date there is no central area where people can go 
and obtain exactly what they want in this field. 
The problem with miniatures is that every manu- 
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facturer incorporates his own scale; consequently 
ail products of this nature simply do not go 
together. We would like to develop a line lhnl is 
compatible with the more popular lable lop games 
in addition lo those we might puhlisb in S&T. 
Recently, we absorbed Kampf, the highly technical 
historical journal that is considered by many to be 
the latest word in research-in-depth. In fact, 
anything that has to do with wargaming we hope 
to get involved in. We're even set up to provide 
professionally manufactured troop counters and 
game variation charts for extending the scope of 
current AH games if the demand is sufficient. We 
would also like to present items that are needed, 
troop counters for game variations for instance, 
that aren't readily available. This is how we'll 
expand uur set up next year — with these thoughts 
in mind. 

AHiWhile we agree that diversification is the 
keynote to success, we must also recognize your 
success to date is traced back to S&T's editorial 
format. And that, of course, reflects on the ability 
of your writers. Who are your writers? How did 
you get them? Anil how were you lucky enough to 
get writers of such high caliber right off the bat? 
WagnenAt first, with no other place to turn to, we 
went i the writers who were the most popular 
among idherents to The General. Next, we ap- 
proached people who were well-healed in the field 
of miniatures. This obtaining of writers is an area 
we worked very hard on. It's a matter of being able 
to isolate the authorities on every subject known 
relating to wargaming. When we determined exact- 
ly what the readers wanted it was Ihen ;< matter of 
actively seeking the people we thought were 
experts on those particular subjects to give us their 
thoughts on paper. We pay all contributors a 
nominal sum, in some cases not so nominal. There 



is a series on aircraft miniatures where we're paying 
3 cents a word, which are professional rales. 
Naturally we cim't pay professional rules all the 
time. The key to us is going out and soliciting 
information we need to fill the so-called informa- 
tion gaps. 

AH:What is the percentage of random articles you 
accept in relation to total amount received? 
WagnenApproximalely 20% overall. On game van 
ants, which makeup the greatest single entity, we 
accept only about 5%. We are more interested in 
objective evaluations rather than opinions and 
biased summaries. Unfortunately, objectivity is 
very hard to come by. Most gamers don't take the 
time to write an article unless it is to express a 
personal opinion. 

AH: Every magazine has its favorite contributor. 
Does S&.T have such an animal? 
Wagner:I'd say we have to break it down to two or 
three. Jim Dunnigan is perhaps the most popular 
with us now. We consider him our unofficial 
technical editor. Ray Johnson is a favorite among 
the miniatures group. His rules an Napoleonics, 
which we are serializing, are becoming very widely 
read. He has eliminated many of the rule problems 
that have existed in this field for many years. 
AH:Curiously enough, we have also noticed a slight 
uptrend in our mail in this area of Napoleonics. To 
what do you attribute this? 
Wagner:There has always been a lot of glamour 
connected with this period, particularly relating to 
cavalry. A tremendous diversity in uniforms is a 
factor.. .many varying types of units themselves 
such as guards units, elite units... the whole bit 
holds a certain fascination not in the least is the 
mystique surrounding Napoleon himself. The bat- 
tle of Waterloo itself was quite conducive to 
varying degrees of tactics and strategy, I've heard 
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many AHcr's say that the AH game Waterloo 
embodies all that is the most palatible wargame 
situation a wargame buff could ask for. 
AH:ln summation where do we go from here? 
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Wngner:l think it's a matter of letting people not 
having known about the hobby getting exposed to 
it. The hobby has a great deal to recommend it; 
wargaming fills a lot of needs in the modem adult 
male. For one thing it is a highly competitive type 
of hobby. It's relatively an inexpensive hobby to 
get into. You are free to devote as much time or as 
little time as you like without hindrance. It is 
intellectually satisfying. H has wide diversity in its 
appeal. It's a hobby thai has, in one form or 
another, been around for a long, long while. II has 
been the least publicized hobby of any, but 1 think 
unquestionably that it's just a matter of time 
before it indeed becomes a national level hobby. 



The Real Africa Korps 



by Robert W. Olson 



F.very so often I get a bug, and I read about, and 
stay up half the night thinking about "improve- 
ments" on some Avalon-Hiil game. This time it was 
Afrika Korps, which a lew of the very old NUTS 
will recall was my favorite game for many years. II 
was, and is a great one, but 1 find it hard to get 
opponents, hveryonc has some excuse why he 
doesn't play AK anymore, but basically 1 believe 
the game has become stereotyped to old hands, and 
has too little complexity for some of the new 
initiates to the A-H world. 

First of course 1 Tead the standard texts on the 
subject, so any changes I made would not affect 
the historical side of the game, and hopefully 
improve it. Then 1 set out in my well-known way 
to make hash out of the A/H rules, and improve 
and enhance the payability for all of us. 

In Afrika Korps as it stands there is a iol of 
movement, but darn few attacks, as neither side 
can really afford to lose any units, and I find that 
after an hour's play, the game is often decided by a 
desperate gamble on the part of one player, the 
success of which often predetermines the outcome. 
Rommel attacks at 5-1 or better, the British scarce- 
ly ever if they are sensible. This is hardly in line 
with the facts, as both sides made several major 
attacks, tho' the British usually got the worst of 
theirs until the finale at El Alamein. 



Several things bother me about A/K, but the 
first I want to discuss is the obvious importance of 
Tobruk, (and secondly Bengasi) to both sides. 
Assuming the British player to be half-way com- 
petant, he can only be forced out of Tobruk by a 
long odds roll by Rommel on his total garrison 
since the British can repeatedly reinforce the port, 
and resupply it no matter what, lie can never be 
starved out, and it is unlikely that the Germans will 
get but one supply wagon at the outside if he does 
take the place. Even a cursory examination of the 
fads fells us lhat Rommel ran his war for several 
months on the equipment and supplies he obtained 
at Tohruk, and to some extent in Bengasi, includ- 
ing it must be said, his own staff car; yet in the 
Avalon-IIill Game the British would have to be 
idiots indeed to leave him any, nor are there any to 
be had in the Western desert where Ihe British had 
established huge supply dumps at Msus. Bengasi, 
and Mechili. In the game, Bengasi is practically 
worthless, it's a fortress without being a port, and 
it yields no supplies to Rommel merely a kill on a 
lousy 1-1-7. Big deal. Yet Bengasi was much more 
to him, politically, militarily and a source of 
supplies. Why else the gnashing of teeth at 1(1 
Downing St. when it was lost? The British were 
even loath to release the news to the public. It was 



because it filled the bill tor Rommel; supplies, 
althouth the shallowness of the port prevented the 
landing of heavy equipment. Again lit Msus we 
know that althouth the British succcdcd in burning 
up all the gasoline m front of their own retreating 
armor, which was then largely abandoned, the bulk 
of the food, stores, guns and ammo fell into the 
hands of the advancing Germans. In the game Msus 
is but a dot in the desert. 

As the game begins, Rommel marches unoppos- 
ed thru Agheita, Agedabia, Msus and probably kills 
a 1-1-7 In Bengasi, while 2/3 looks on unopposed 
and untouched at Mechili. It was this unit and it's 
exact position, it surely was not at Mechili. Under 
the old rules it had to be there to balance the 
game, nowl intend to place it where it belongs, and 
let the Germans attack it, without disturbing game 
balance. 

1 know that Rommel had to scurry about a good 
deal, but under his two move bonus rule he moves 
m some pretty peculiar ways, and we take a lot of 
time just moving him to give the bonus to the 
maximum number of units. There's nothing wrong 
with this rule, in fact I invented it, but I will 
propose a more realistic approach. 

In the. whole North African War Ihe legend oT 
the 88mm gun fills many pages, and a single 
battery of them in one instance virtually eliminat- 
ed a British Tank regiment (4-4-7) and when they 
were sited in defense in depth, no tank the British 
had was more than a cheese box on tracks. Yet 
where are they in the Avalon Hill Game? My 
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suggested rules will correct this obvious oversight 
in the German order of battle. 

Since Rommel moved a lot further ttiun is 
possible under the rules in one month, and the 
British are somewhat slower also than actually was 
the case, 1 propose a remedy under the rules. 

Now to the rule changes themselves, Any rule 
not specifically altered here remains the same. 

1. Substitute the basic Blitzkrieg Battle Results 
Table for the one in use in Afrika Korps except - 

a. A die roll of 3 at 1-2, 1-1, 2-1, 3-1, results in a 
"contact" neither side losing or retreating, as 
in Bulge. 

2. Road movement on a road is tripled, the 10 
square bonus is dropped. All units can move three 
squares on a road for each normal square move- 
ment. 

a. Al! British units can move two extra move- 
ment squares (or six road squares) if the units 
are within two (2) squares of a supply wagon 
at the beginning of the British player's turn. 
The supply wagon is not affected unless used 
in a battle. 

b. All German ami Italian units can move two 
extra squares if the units moved are within 
five (5) squares of the Rommel Unit at the 
beginning of their turn, 

c. If either side has no supply wagon on the 
hoard after rolling for same, the basic move- 
ment allowance for all units is reduced to four 
squares per turn until a supply wagon is 
obtained by that side, however, the side does 
not lose if he can still trace a line of supply to 
his home base, or a port, regardless of how 
long he is without a supply wagon. 

3. Units of both sides are doubled in number by 
adding a second set of counters to the game, not 
including supply units, not obviously a second 
Rommel Unit also . . . 

a. The German player receives two 4-4-10 units 
(easily converted From excess supply units) 
each representing a regiment of 88mm guns, 
and Mobile artillery, which come on the 
board with the 15th Panzer Division. 

b. The Replacement rale is unchanged. 

c. The British player now has four 4-4-10 and 
eight 3-3-7's which are supposed lo be used as 
replacement counters after Aug. '42. I pro- 
pose he receives them all as reinforcements on 
1st Oct. '42. If the British can hold out till 
then, they will certainly turn the tide at the 
appropriate historical time. The game, haw- 
ever, continues until 2nd Dec. '42, at the 
option of the players, if the outcome is still in 
doubt 

4. I propose the following rule changes with 
respect to Bengasi and Tobrufc , . . 

a. Whenever an enemy unit approaches to a 
square adjacent to Bengasi ur Tobruk, ail 
troop reinforcement to that port cease. When 
an enemy unit is moved adjacent to a fortress 
it is beseiged. Supplys can continue to be 
landed in a beseiged fortress. When a fortress 
becomes beseiged, it may require a supply 
wagon(s) to maintain the garrison, which 
varies depending on the number of basic 
defensive factors in the garrison. The require- 
ments are as follows: 

1. 1-3 defensive factors - supply wagons 
within the fortress 

2. 4-6 defensive factors — 1 supply wagons 
within the fortress 

3. 7-9 defensive factors - 2 supply wagons 
within the fortress 

4. 10-12 defensive factors — 3 supply wagons 
within the fortress 

b. When a fortress is beseiged no units, including 



supply wagons, may ever be evacuated, or 
destroyed by the defenders, unless the num- 
ber Df supply wagons is in excess of the 
number needed to maintain the garrison. If 
the number of S/W at the end of a turn is 
insufficient to support the existing garrison, 
unitfs) must be removed to bring supplies into 
line. Remember that only 3 factors can be 
beseiged witiiout a supply wagon. 

c. The British player must roll for supplies to be 
landed in a beseiged fortress, in which case he 
must roll a 3,4,5, or 6 to land supplies in 
Tobruk and a 4,5, or 6 to land them in 
Bengasi. A beseiged German player rolls in 
conformance with his altered supply table 
when landing supplies in a port, whether 
beseiged or not, 

d. No more than three units (combat) may be 
landed in Tobruk by either side on any one 
turn. Both sides may bring in supplies thru 
Bengasi, and both may land one infantry unit 
there per turn. Remember, only supplies can 
be landed in a beseiged port. 

c. THE FORTRESS ZONES ARE TRIPLED ON 
DEFENSE. 

5. Supply rules are altered as follows for the 
German player. See the supply table. It now refers 
only to supplies received at the German players 
home base. For supplies desired at Bengasi the 
German player adds one to his die roll; at Tobruk 
he adds two to his die roll. Thus, for example, 
from July '41 to Dec. '41, the German player must 
roll a 4,5,fi to receive supplies at his home base, as 
is now the case under the regular rules, but to 
receive them at Bengasi he must roll a 5 or a 6, and 
to receive them at Tobruk he must roll a 6 alone. 
The German must announce prior to the roll where 
lie is attempting to land his supply wagon, and if 
he selected Tobnik in the above example and 
rolled a 5, he would still get nothing, though that 
roll would have gotten him supplies at his home 
base or Bengasi, Again remember this does not 
affect the British who always receive their supplies, 
UNLESS THE PORT OF ENTRY IS BESEIGED, 
when they must roil for supplies. The Germans 



always roll lor supplies, WHETHER BESEIGED 
OR NOT. 

6. The initial set-up is altered as follows, bearing 
in mind that the units of both sides habe been 
doubled in number , , . 

a. The German player begins with all his units 
stacked on his home base, plus he receives 
ALL THREE of his supply units on his first 
turn. 

b. The British player must place supply wagon 
no. I lit Bengasi, no. 2 S/W al Msus, no. 3 S/W 
at Mechili, no. 4 S/W at Tobruk. Then he 
places all units as usual EXCEPT he places 
both 7A-2 units at Sidi Barrani, one 2/3 
armored at Msus, and the other 2/3 at Age- 
da bia, one 2/75g in Bengasi, and the second 
2/7sg at Aghelia, The 4th Indian Div. and the 
Polish Brigade are situated on the British 
home base. 

7. Supply wagons cannot be captured by a soak 
off, nor if captured, used to support an attuck in 
the same turn as captured. All enemy units on the 
same square as a S/W must be eliminated or pushed 
back two before the S/W is vulnerable to capture. 

a. Any unit victorious in battle may occupy the 
space of (he defender. Supply wagons cannot 
be moved back two. and are captured when 
an enemy unit occupies the square it is in, 
cither when alone, or when it's guarding 
unit(s) have all been eliminated or moved 
back two. 

8. In addition to the regular Conditions of 
Victory, either player can win the game without 
occupying any ports if he can send 1 5 factors over 
his opponents Eastern or Western base line, (as the 
case may be) and maintain them with a line of 
supply to a friendly port or home base for two 
turns, however, in no event can the player retreive 
his 15 factors if the supply line is interrupted, so 
he had better he in a strong position. Some players 
might with to devise a point system on a 1914 
basis, 

Robert W. Olson 

136 Peaehtree Memorial Dr. Apt. L-4 

Atlanta, Georgia 30309 



Computerized Management 




It was inevitable. What with many universities 
teaching business courses using the most sophisti- 
cated computer equipment, it was only natural 
that computer-spill-over would extend to Avaton 
Hill games. An independent company, with home 
office in Chicago, has tailored AH's Management 
game for the computer buffs. 

Here's how it works: Players purchase kits which 
include specific instructions and an IBM card 
referred to as a Portapunch Move Card. Players are 



matched up by mail, each taking his turn indepen- 
dently but following the identical "monthly" 
situations. Each player's move, which he records 
on the Portapunch Card, is mailed to a central 
clearing house. All such Portapunch cards are fed 
through a Computer programmed for ttiat particu- 
lar turn. The results of each player's action, as 
inter-related with the common situation, are re- 
turned to the respective individuals in the form of 
an IBM printout which, in essence, tetls how well 
he did against competition in that turn. 

An upcoming issue of Nation's Schools will 
feature an article by Dr. Philip Lewis, president of 
Instructional Dynamics and former head of re- 
search and development for the Chicago public 
schools, will discuss this computerized game. 

Avalon Hill has granted exclusive licensing rights 
for Computerized Management to Computer 
Games, Inc. Interested persons may contact this 
organization at their P.O. Box 544, Chicago 
Heights, Illinois 6041 1 address. 
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Bulge: the German Offense 



by David Kjmberly 



Diversification is David Kimberly's personality 
keynote . . . he finds time to play varsity football 
at the Hopkins Country School in New Haven; to 
run track fur them; even shows applicants and tlieir 
parents around the "campus" while "working" for 
his school's admissions program. In addition, Kim- 
berly is consistently on the honor role, is engaged 
in the Drama Club, Literary Club, and Glee Club, 
with interests here almost interne us that with 
wargaming. in this light, his comments in "Bulge: 
the German Offense" should be extremely note- 
worthy . . . 



Over the years there have been many opening 
offenses proposed for the Germans in Battle of the 
Bulge, which still remains today as the best game 
for application of tactics and strategy that Avalon 
Hill offers, Afler having read these articles and 
studied their suggested plans, I myself have cuine 
up with an offense that many times accomplishes 
its objectives well. Any comments as to tlie basic 
design of the offense are more than welcome. 

Before the German player sets up his units, he 
must consider two points: where to place the units, 
and how to exploit any combat results, positive or 
negative, that take place- Consequently, I will 
explain some of my thoughts on the subject in (wo 
articles. This article will deal with the actual 16AM 
setup for the Germans. The second will deal with 
basic objectives and themes that are characteristic 
of the offense. 

Unquestionably, the opening German move has 
a large hearing on the outcome of the game. A 



perceptive U,S, opponent can very easily judge the 
experience of his adversary simply by noting vari- 
ous aspects of the armor and infantry positions in 
the first one or two turns. Every hattle for the 
Germans must have a specific' and vital purpose. He 
cannot afford to waste any of them (I am assuming 
ail rules are being used except one-way). Conse- 
quently, the first turn must be made with a 
tremendous amount of thought and care. Here is 
the basic placement that I myself use when 1 play 
as the German commander: 



(26D means 26th division, etc.) 


TT30 


2/17, ISO, 116/406 


VV29 


352/704 


SS28 


167D, 352/703 


QQ27 


5D (para) 


PP27 


2/7, 2/8, 276/552 


PP26 


3/13,3/14.276/551 


0026 


LehrD 


0022 


79D, 3/ 1 S 


PP19 


326D 


QQ17 


116/310, 116/312 


SSS 


18/36 


SS15 


12D 


UU14 


2770 


UU13 


560D 


UU11 


340D 


TT11 


62D, 26/5! 


TT9 


26/52. 18/35 


SS9 


1SSD 


SS7 


9SSD 



Note that the fallowing seven American posi- 
tions are being attacked, which leaves three extra 



"Blitzkrieg," What Bulge Really Is 



by R. S. Baier 



Before starting the main part of this 
article, I would like to point out that 
the plan presented should be followed 
completely in order to gain success. 
To many player- s "blitzkrieg" simply 
means lighting wjt, but beneath this 
there is a concept, and beneath this are 
foiiT principles which will be presented 
later in this article. The concept was 
perhaps best stated by S. L. A. Marshall 
in his book Blitzkrieg , which stated 
(page 52)"... blitzkrieg where victory 
is achieved by methods which paralize 
an army's nerve centers and demoralize 
. . . the defender. . . deprived of his power 
of. ma neuver . " 

The underlined parts are the most 
important. 

Using the above concept we should 
now take an intelligent look at the map- 
board. While looking at the multitude 
of squares we should also notice the 
three north- south roads which are the 
keys to the whole campaign. These 
roads run as follows (1) from Monschau 
- Eleenborn - St. Vith - Clervaus, (2) 
Aywaille- Manhay- Houfaliee- Bastogne 



- Dinant - Namur. The first road can 
be broken in the first day and ia not 
really that effective. The third road 
does not become effective until late in 
the campaign and by that time theAmer. 
will probably not have enough units left 
to make effective use of this route. 

Thus the only effective road the 
Amer, have left is the second and if 
this can be taken early in the game will 
have the effect of splitting the Amer. 
lines into two groups, one around Bas- 
togne and the other around the Spa Elsen- 
born area. 

The strategic center of this second 
road is the area from Houffalise - DD- 
24. If this area can be seized early in 
the game the Ger. can make a rapid 
advance to the Meuse and thus win a 
victory that will truly astound your op- 
ponent. 

The question is how to do this. 

The above can be done by following 
the four principles which follow: 

1. Infiltration through -weak spots 
in the enemy line. 

(continued Page 12) 



attacks for 16PM. The attacks should be made in 

the listed order. 

t,TT31al3-! 5.RR9at3-l 

2. 0027 at 7-1 6. RR7at6-l 

3. TTl4at2-1 7. RR8 at 1-2 

4. UU12at2-I 

Here are the reasons for my making attacks in 
some cases, and none in others. The number refers 
to the sequence number of the attacks listed above. 

The first is a key attack- It is designed to prevent 
the 4th infantry division from having a direct 
retreat route to the LL30 sector of the front. The 
use of armor has two justificjalions. First, it can be 
used in hitting Diekirch in 16PM and then in a 
"southern road" offense. Second, a concentration 
of power is needed to attain 3-1 odds without 
having to make a needless soakoff, 1 myself do not 
fiivor actually trying to engage the division, be- 
cause extra forces are needed to knock it off, 
which dilutes the forward push somewhat. The 
armor should advance onto the road. 

Number two is perhaps the most important 
battle. If an advance is received, then head for 
those hills! If not, hopefully (he unil is al least 
dead. That Wiltz to Clervaux road is very impor- 
tant. 

Numbers three and four are designed to elimin- 
ate those two regiments of the 106th division. I 
usually do not gel more than 2-1 odds, 3-1 or 
belter means possible exchange, and besides, the 
power could be put to better use elsewhere. 

Numbers five, six and seven are all for the 
purpose of delaying the 99th and 2nd divisions. 
This is the most important factor of the offense. 
The German commander must prevent U.S: units 
from getting to the middle. He must tie up enemy 
units without doing the same to his own, 9SSD 
should advance to RR7 (this is legal). Oftentimes 
the 2nd has to retreat through the woods there and 
doesn't get into action until about 1 SAM or PM. If 
you get a contact or engaged with the units on 
RR9, they have no way of getting to St. Vith, and 
you're golden! I do not favor attacking 9/CCR, 
28/110 or 14AC. Hitting 9/CCR is a worthless 
attack, unless you plan to actually eliminate it. 
All's you do otherwise is push him closer to the 
front. The assault of Dickiich is not endangered, 
because the U.S. doesn't lose any special defensive 
positions if the attack is made. 

For the same reasons, 28/ 1 10 should also not he 
attacked, especially since you can't advance more 
than one square in the mountains. Every once ui a 
while, though, 1 do attack it at 1-1 to try to engage 
it. 

The 14AC unit should not be hit either, unless 
you have a turn when your armor isn't doing 
anything. Make sure that if you do attack it there 
is plenty of infantry there to absorb an exchange. 

Notice the units that 1 placed at 0022, PP19 
and QQI7. They are there to infiltrate the Ameri- 
can line, while also doing a little road blocking. If 
things go well, the U.S. will only be able to place 
units at St. Vith and NN20. That lets the armor at 
QQ17 go to NN17 and MMI9. Already, tlien, the 
American has to pull back because of that small 
hole, The same holds true for the units on 0022. 
Once they move to NN22, they can either bypass 
the American lines, or attack positions newly taken 
just east of that little group of mountains. If these 
units by some chance do get behind the lines, 
KERF THEM MOVING FORWARD. Divert only 
4-3 infantry for surrounding and destroying the 
Americans. Use the armor to nullify second-line 
defense positions, such as Houffalize. This is true 
for all fronts. 

This, then, is my opening offense. I have yet to 
explain the basic battle plan which makes it go. 
That will come in the second article. 

David Kimberly 

31 Alston Avenue 

New Haven, Conn. 06515 
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In order [or the American to win in 
Midway, they must gain superiority in 
the air. Doing this is sometimes a dif- 
ficult task. Most Japanese huddle their 
carrier fleet at the extreme edge of the 
board, giving the American only one 
chance to attack, usually with all fight- 
ers on CAP. There are two solutions 
to the problem. One is to launch a 
strike from about twelve squares away 
(see March-April 1967 'General). Thi9 
catches the Japanese by surprise once, 
hut what about further games with the 
same opponent? 

Another way (and, in my opinion, a 
better one) is for the American to fol- 
low an entirely different course of 
action. Instead of racing across the 
board after the enemy carriers, wait 
around Midway. Keep his fleet under 
close watch. If he has sent a lone ship 
out to search the whole board, sink it 
immediately. Most of all remainhidden 
When the Atago group comes on, the 
Japanese will steam full speed ahead 
toward Midway, 

Now, you must position your fleet 
in a strategic area which allows you to 
cover the areas E-5, F-5, G-^» and 
H-5. For a new opponent or for the 
first time I suggest area F-3, Zone E, 
If you are successful in launching an 
attack, you can move into any one of 
nine areas, and the Japanese only have 
three area searches. The time of this 
initial attack is up to you. The situa- 
tion will vary and, therefore, need 
your judgment. When you attack the 
'Grand Fleet', look for carriers and/ 
or Atago to attack. The Japanese can- 
not defend all of them very well. The 
biggest prize, however, is not the Atago; 
if the Japanese have a couple of carriers 
exposed, by all means attack them. 
This loss of aircraft will make aircover 
more difficult for him. I suggest Hiryu 
and Soryu as targets because of their 
easy sinkage capability and their point 
value, as well as theiT aircraft. 



Surprise at 
Midway 



By Chris Meagher 



Also, a successful first strike will 
give you a little more security for at- 
tacking and sinking the Atago. With air 
superiority the American gives himself 
a good chance of winning. The one ad- 
vantage of this strategy is that it is 
flexible; your opponent can never really 
be prepared for it. The main theme 
can be summed up easily, too; stay 
hidden, attack first, sink at least two 
carriers or Atago. 

NEW OPTIONALS FOR MIDWAY 

ft seems very unrealistic for the 
Japanese to lose one ship, the Atago, 
and have to call off the invasion of Mid- 
way. It aLso seems unrealistic for the 
Japanese to protect only one ship for 
invasion purposes. In order to remedy 
this unfortunate situation, I have come 
up with a rule which includes troop 
transports in the Atago fleet (I have yet 
to find out the exact number of trans- 
ports the Japanese had or their names). 
On the Japanese hit record sheet, add 
the following. 



Number 1 
Number Z 
Number 3 



J 
"J 



Notice that the American receives three 
points for every transport sunk. Troop 
transports move as. fast as any other 
surface vessel. They are represented 
on the battle board by the three spare 
ship counters. These transports have 
a screening value of 1 and a surface 
value of 0. In order for the Japanese 
to capture Midway, at least one trans- 
port must be afloat by the end of the in- 
vasion, With three transports it takes 
the Japanese four turns to capture Mid- 
way. With two transports it takes six 
turns and with one transport eight turns 
(less troops harder to overcome the 
defenders). If, during the invasion 
turns, a transport is sunk, the Japanese 
must add one the extra turns. Fur ex- 
ample, if the Japanese begin invasion 
with three transports and lose one by 
an American air strike the following 
turn, the time required for capture of 
Midway is increased to six turns, 

Another lack of realism appears in 
the Midway reduction rule. It fails to 
account for the antiaircraft fire of the 
Island itself. Unless an excess of U.S. 
fighters are overhead, the Japanese 
planes get off scot-free. J suggest that 
some form of antiaircraft factor should 
be included. The best way would be to 
use the aircraft vs. ship combat table 
to compute plane losses, and use the 
Midway reduction table to tell how much 
the fortification strength is reduced and 
the number of ground squadrons lost. 
For example, at odds of 1-1 a die roll 
of one will result in a two squadron loss 
in aircraft for the Japanese and a re* 
duction of six factors for the American. 
Odds less than 1-3 of course are not 
allowed. If aircraft attack at 4- 1 odds, 
Midway is reduced to 7,ero and aircraft 
lasses are as presented on the Aircraft 
vs. ship table . 

Any comments, threats, or tongue- 
lashings should be addressed to; Chris 
Meagher, 46 Lehigh Ave. , Rochester, 
New York 14619, 



To the Threshold of "Big Red" 



by James Bacon 



As Blue, do you want a fresh strategy with big 
risks and even bigger gains'? Invade the long skinny 
country between Lake Pinsky and the sea. You can 
invade it in this manner. 

Set up your pieces in a normal manner, so if 
necessary, you can revert to a normal hum drum 
strategy. There are these exceptions. 

Put 40 factors at sea, It doesn't matter where as 
long as they can invade in zone C. The aircraft are 
set up as follows: 

CityS-25: 2-10,6-10,4-12 

City V-33: 2-10, 2-10, 4-8, 4-8 

Capital: 8-20, 8-20, 4-12. 4-12 

At Sea: 4-12 



Now your force consists of 40 infantry factors, 
14 paratrooper factors, and 36 aircraft factors. 
This gives a grand total of 90 factors. Now to 
discuss the invasion itself. 

Attack city AA-42 with; 2-!0, 2-10, 2 Rangers, 
and paratroops 6-6, 4-4, 4-4. 

CC-39 with; 6-4. 6-4, 6-4, 2-4. 

EE-34 with: 8-20, 8-20, 4-4, 4-4. 

EE-31 with: 44,44, 4-8, 4-8, 2-10, 6-10. 

You still have two Ranger units. Place them on 
square DD-31 to prevent a possible river crossing 
there. Or put them north of city BB-3 1 to foul up 
a flanking invasion, by Red forces at sea. 

Don't forget to re-invade the beach south of 



BB-31, to prevent an invasion in your rear. 
Obviously, hold on to a port at all costs. 

On the second turn, you should find that you 
are short on manpower. Just pull in Hie 40 
armored factors you so wisely sent to sea last turn. 
Also fly in 12 factors by air. Then bring in 
reinforcements through the cities you captured. Of 
course fly in the air force to neutralize Red's 1 
temporary superiority. 

At this point, you are blessed with several 
distinct advantages. You have one front on which 
to concentrate all available forces. You also have 
enough at home to repel any feeble invasion made 
by the enemy. 

The country with 6 cities acts as a beautiful 
huffer. You should have two turns to prepare a 
defense. If necessary, cordon off either city X-27 
or M-14. That denies the ports, airbases, and 
supplies to the enemy. As he drives deep into your 
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territory, invade the desert with (he intent of 
cutting his sole supply line - the desert road. You 
are of course supplied by the Lieach. 

Most important of all is that Red is faced with u 
major strategic:*! decision. Both choices have grave 
disadvantages. The two times that 1 tried this 
strategy, there were two different reactions. 

One was to defend the Witz river, an excellent 
defensive line, However, this action gives you the 
initiative, as well sis denying all of the supplies. 

The key to this position is city NN-4SS. It will 
fall it invaded from the rear by an amphibious 
assault. This should be combined wjth armor which 
dashes down the road past city JJ-46, losing the 
two factors. Bomb with nuclear weapons, nearby 
reserves or a reinforcement route. If Ihe city 



doesn't fall the first turn, there are always para- 
troopers to throw into the battle. 

Red's other alternative is to invade the huffer 
country. If he. wishes to take all the cities he must 
spread his forces so thin, that he would be easy to 
annihilate. If Red doesn't take all the cities (by 
leaving that up to reinforcements), he can't cover 
the whole river line and protect against paratroop 
drops. Atter breaking Ihe river line, lim for cities 
JJ-46 and JJ-38, which are the anchors of the last 
defensive line until the Witz. Without those cities, 
it is extremely difficult to hold any line. 

If however, circumstances let Red hold either of 
the advance lines, try invading city NN-48 by sea 
and with paratroopers. Hopefully there will be no 
more than token forces for guarding aircraft. 



Then threaten city OO-40 from city NN-48 and 
from Pinsky, Even if you don't form a pocket, you 
can at least force Red to withdraw under the threat 
of losing supply routes. 

In any case, unless you pull a fantastic blunder, 
or you have a capable opponent, yon should reach 
Red's border by turn 5, at the very least. By radical 
moves, your opponent can only react to threats. 
But two warnings. Look out for your supply 
situation. And more important, unless you make 
quick breakthroughs, the game will be one of 
attrition! Obviously with all forces on one front, it 
will resemble World War One. 
James Bacon 
2707 36th St. 
Wash., D. C. 20007 



Nuclear Warfare 



By Lawrence Valencaurt 



At the start of the game both sides 
have no nuclear weapons, but they are 
able to produce them by construction as 
the game progresses. 

Nuclear weapons are constructed in 
a nuclcarweapons factory (where else ^ ) 
at the rate of 1 per factory per turn; 
but each factory for each turn it con- 
structs a weapon, a full city square's 
supply factor, within 10 squares, is 
required. These supply factors are not 
reusabl e again in the same turn for your 
other combat troops. 

The nuclear weapons factories are 
merely blank counters with NWF or 
some other identifying mark(s) written 
on it. 

A factory is constructed by using 
two (2) city squares' supply factors for 
two turns; again these factors can not 
be used to supply your combat troops 
in the same turns. 

Once constructed these factories can 
turn out one weapon per turn which may 
be used by SACbombers or hy artillery 
pieces. In this case you can assign 
some arbitrary range to the artillery 
for the use of these nuclear weapons; 
say 5, or 6, or 7 squares. 

In order for a unit to be able to use 
a nuclear weapon it must proceed to 
the NWF and pickup its weapon. Thus 
the SAC planes could fly to the factory 
and the artillery could move to the 
factory by land, sea or air lift. Or if 
you desire even further realism you 
could construct from AK supply unit 
counters (or spares) NW carriers to 
transport the weapons to the forward 
combat units. 

Thus at the start both sides would 
have no weapons, but could start pro- 
ducing them at a tcssing of supplies 
available to the combat units. Thus I 
should imagine nuclear arms races 
would develop and protection of the 
factories would be required to prevent 



the destruction of the NWF and the NW 
carriers. Thus in order to acquire 
nuclear weapons, you would have to 
sacrifice 24 supply units for two turns 
to get the factory and another 12 supply 
units per turn for each weapon produced. 
This, with the added reserves needed 
to protect the additional factories would 
limit the number oi iactories each side 
could build; although, I myself would 
not place any limit on the actual number 



Defense value of my NWF; 2 



of factories possible to be built by either 
side. But figure: To produce 1 NW for 
each SAC bomber factor plus 1 NW for 
each artillery factor would require (16 
+ 56 : 72 for blue) and (16 * 48 = 64 for 
red) at 12 supplies per weapon, not 
counting the NWF construction phase, 
would be at least 763 supply factors, 
and there is not that many city squares 
on the Blitzkrieg board. Thus I think 
most of these factors would balance 
out. 

Oh, yes, capture of the NWF! The 
NWF's could be assigned an arbitrary 
defense value (no offense nor movement 
though - who's ever heard of a mobile 
NWF?). They could then be attacked 
and destroyed or partially destroyed 
according to a table similar to the one 
below: 



ODDS 


1 - 3 


1 - 2 


1 - 1 


2 - 1 


3 - 1 


4 - 1 


5 - 1 


ROLL 

1 


Att Def 
4 

NE 


Att Def 
4 

NE 


Att Def 
3 

NE 


AtL Def 
2 

NE 


Att 

2 


Def 
D 


Att Def 
2 

D 


Att Def 
2 

D 


2 


3 

NE 


3 

NE 


2 

NE 


2 

10 


2 


10 


1 

D 


1 

D 


3 


3 

NE 


2 

NE 


2 

10 


2 

e 


1 


9 


1 

10 




D 


4 


7 

NE 


2 

6 


1 

7 


l 

6 


1 


8 




8 


1 

10 


5 


1 

NE 


1 

4 


1 

4 


1 

4 





7 




8 




10 


6 


2 

2 


1 




2 




2 





6 




6 




8 


5 - 1 auto 
i.e.: a 1 


attack fac 
matic D (c 
- 3 at a r< 


f ^S 

tors lost. 

estroyed), 
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requires 1 turn with 2 supply factors supplied from the nearest city, or 2 turns 

with I supply factor per turn supplied, to rebuild his NWF. 

This table is ior attacks against the NWF only; if necessary you might have to 
fight an outer guard first, by normal combat methods, before you even reach the NWF, 

Of course it can be bombed by the regular SAC attack tables, and nuclear weap- 
ons could be used against the factory and/or the outer defense guard, if they will 
reach it. 

I think that all in all this rule will add more realism to the nuclear capacity 
rule of Blitzkrieg and would really require some good logistical juggling on the part 
of the two commanders. 

Comments? 

Lawrence R. Valencourt, 8 Conover Apts. W. , Newark, Delaware 19711. 
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Chicken Bismarck 



by Jnhn Rancourt 



Okay fellas, forget all that hooey 
about the invincible Bismarck and its 
superman, cause there ain't no such 
animal. Sure, Lutjens engaged the 
enemy successfully off Iceland; sure 
he sunk the Hood; but where did he 
wind up? Making small talk with Tovey 
on the way to a prison camp, that's 
where, This proves my point. A hold 
Bismarck has no chance in history, or 
in wargaming. And, this brings me to 
my theme: Bismarck Italian Style, or 
"How To Make Wake. " 

Playing Bismarck, eh? Well, you've 
already made your first mistake if you 
took the Germans. Read the following 
unless you want to make a short game 
shorter. 

First of all; forget the world GLORY 
and think of the word CHICKEN. The 
life span of a chicken is longer than 
that of the Bismarck of old. In other 
word3; forget the diagonaLs (their prob- 
ably blocked); forget the ports after the 
25th (they've covered) except at night 
if you have no points and arc free from 
hits; and forget about attacking any bat- 
tleships at any time, but you might 
pick on the renown or repulse at night 
(My! Aren't we brave). Just run si- 
lent or you'll run deep. Save your 
shells fur convoys and vanish when a 
suspicious pip appears on the radar. 
If you are found by a battleship or bat- 
tlecruiser, disappear into the conven- 
ient fog (better through itthan under it). 

Now that the little things are taken 
care of, we'll get down to the playing 
itself. When you came out of port at 
the beginning you knew that any British 
player worth his salt will have an ef- 
fective interdiction set up so that he 
will find you during the first few turns 
even if he throws a six on the search 
table. Therefore you have two choices; 
make a run for it and stay ahead of his 
battleships for as long as possible, or 
you can hide up byA-S and prolong dis- 
covery by ship for as long as possible. 
Either way you'll eventually fall into the 
British pattern (the 25 square pattern 
that no self-respecting Britisher would 
be without). The idea is to avoid fight- 
ing so use every trick you can. Move 
one square at a time, stay where you 
are, do anything just to confuse the poor 
Tovey to the point of crying on his 
crumpets. You better outguess him or 
you'll be fogging up your own monocles. 
You might turn and run across the board 
catching the Rodney andRamilles in the 
middle of tea and show them your heels 
(or propellers as the case may be). 



Once you get a convoy under your belt 
many of your worries are over. You 
don't have to go into port to win. You 
can hang around the ports to keep your 
opponent in suspense (flipping a coin 
before moving will unnerve him). Don't 
go into port. If you do, get out the life 



preservers because you probably aren't 
lucky enough to get out of battle. Some- 
times it seems like there are no l's or 
2's on the die, except when someone is 
firing at you. Then there is nothing but 
those fatal numbers. 

That's all there is to it. Take it slow 
and easy (in other words, play chicken) 
and at least you'll have a chance. Don't 
forget your life preservers, and good 
boating ! 

Comments may be addressed to John 
Rancourt, Room 316, Aroostook Hall, 
U. of Maine, Orono, Maine 04473. 



Wargamer's Pot Pourri 



by AlCMerrell I). Wilson 



A graduate of Springfield Junior College in 
Illinois, airman Wilson is lhe typical history buff, a 
collector uf Civil war books and a serious student 
of warfare in general. Since lie is a better-lhan-aver- 
age Chens /stayer, what he has to say should prove 
"verry eenteresting, " 



Although 1 did not enter Contest No. 27, I did 
indicate my choices so I could compare them wilh 
the national result. To my surprise we agreed on 
only slightly better than 50% of the battle condi- 
tions. Some of the ideas lost out because there 
have been no good demonstrations of them-Hkc 
simultaneous movement. Others seem to have been 
influenced by game popularity— Tactics II is defi- 
nitely more complex than Stalingrad. A very 
narrow margin, but it is still there. In fact, 
Stalingrad is a good game for beginners to buy; 
nothing to worry about but a headlong attack or a 
fluid defense. In the same way, 1914 is more 
complex thai) Blitzkrieg because it is thai much 
more difficult to wage a successful offensive. The 
Battle of the Bulge's combat results table is not 
only more realistic than any others — it is also 
fairer. All it needs is some kind of reduction 
system incorporated to make it a wargamer's 
dream. II shows thai a General who defends a 
position must be wary of encirclements and, 
incidentally, brings us to the problems of disen- 
gagement - mentioned so often in many battle 
accounts. 

An interesting idea for 1914 is to invade Holland 
and Luxembourg to set up Belgium. By the time 
lhe Belgians are able to move - Antwerp is being 
bomharded or has already fallen and the Belgian 
Army dies in a last ditch battle in the open to 
defend Brussels. This could be done with minimum 
forces while the rest are slugging France. Of course, 
lhe northern offensive is always determined by the 
position of the Dutch and Belgian Annies. 

An idea for Jutland; is to sail the High Seas Fleet 
to England, in proportionanl fleets, so as to 
Blockade all English fleet ports. These fleets are 
already arranged in line of battle; and as the 
English fleet sorties we have "instant" crossed T's. 
The only problem is with ammunition and the 
German base. The northern German fleet elements 



cannot avoid an encounter with the southern 
bnglish elements which have already replenished 
their ammunition Apparently, reliance must be 
placed upon submarines, destroyers, and especially 
smoke screens to make it back to Helgoland. 

The best Blue offensive in Blitzkrieg is to invade 
Green country on the first move. It requires 40 
factors at sea; most of the air force, all of the 
Paralruops. All of the other forces arc so arranged 
as to feint un attack on Yellow country; but 
equally able to he moved by sea and air. This 
offensive leaves Yellow country to be subdued 
before Big Red can attack Blue easily and this is 
much harder for Red than for Blue. It concentrates 
Blue's effort and looks to capture of at least one 
Black city on the second move from lhe overex- 
tended and disorganized Red forces. If Red at- 
tempts to conquer the White and Red countries 
with a view to taking Yellow he will only be 
dividing his forces and exposing them to flank 
attack. Blue's future attacks might lead him around 
Red's seacoast to reduce him to a land power and 
enabling Blue's beach guards to join the hunt- 
Probably by that time Red would be far gone — 
like Alexander's Persia. 

A simple offensive for the Germans in Bulge is 
to direct most of the panzers to the south. As the 
German sphere of control extends - more and 
more infantry are pulled out of the line of battle 
and set up in fortifications along the southern edge 
of the board. These prevent the southern U.S. 
reinforcements from reaching the battlefield. 
Those that do are destroyed by a lull panzer field 
army. The same offensive could be attempted in 
the north but would probably fail because of rough 
terrain and the fact the last reinforcements come in 
on the south By the time the German offensive 
reaches Me?,ieres; he should have eliminated the 28 
A.M. armored corps if not more and can tum north 
to Dinant. 1 have found it does not take this long 
and that the panzers do more driving than fighting. 
After the southern battlefield border is fortified 
the panzers can then he used to defeat the 
northern force. 

AlCMerrell D, Wilson 

CMR Box 2238 

Andrews A.F.B., Maryland 20331 
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Armor & Artillery Modifications for Blitzkrieg 



By John C. Shaw 



1 believe that Blitzkrieg, as advanced 
a wargame as it is, could be made even 
better by the addition of two rules that 
I think would remedy the fact that Blitz- 
krieg is basically a game of positional 
warfare or of stalemated fronts, slowly 
fought out until one country or the other 
eventually collapses from the gradual 
attritioning of its forces. These two 
rules concern artillery firepower and 
armor- stacking in Blitzkrieg* subjects 
touched upon in other articles appear- 
ing in the General, notably those written 
by Steve Buchanan and Paul Perla. 

In the May- June, 1967 General, Steve 
Buchanan suggested that armor be al- 
lowed in stacks of up to eighteen factors. 
But those of you familiar with Blitzkrieg 
know that it is possible to have a stack 
of twenty-four factors, uaing three 
units. The problem with a rule allow- 
ing three units of pure armor in a stack 
is that fallowing an attack, one or more 
units in the stack may be broken up, 
creating a stack containing more than 
three units. In this case, the rule could 
be modified to state that a player can- 
not willingly allow an armor stack of 
more than three units. In other words, 
in his own turn, the player must bring 
the armor stack back to a maximum of 
three units. Allowing a maximum, stack 
of twenty-four factors is more in ac- 
cordance with other Avalon Hill games 
(notably Stalingrad and Bulge) which al- 
low a possible armor stack to infantry 
stack factor ratio of two to one. 

In Paul Perla's article, appearing in 
the July-August, 1967 General, he sug- 
gests that artillery be allowed to fire 
by obtaining a combat odds comparison 
and using the tournament game attri- 
tion table to obtain the results, read as 
the factors lost by the defender without 
the attacker occurring any losses what- 
soever, I am in full accord with every- 
thing Paul proposes except the one in 
which he allows artillery a range of six 
squares. Two squares is much more 
practical in a game that only allows 
tactical bombers a range of eight. 

In his article, Paul only allows artil- 
lery to fire strategically, or without the 
support of other ground units. I would 
like to suggest that artillery be allowed 
to fire tacLically, or in support of other 
ground units located directly in front of 
it. Used tactically, artillery factors 
would be added to the factors of other 



ground units, much in the same manner 
as tactical bombers are used in Blitz- 
krieg air operations. Furthermore, 
artillery could be used to reduce bat- 
tles across rivers to basic odds. This 
tactical use of artillery would be a 
simulation of the artillery ground-sup- 
port missions of WW II, and would add 
a bit of realism to a game already noted 
for its realistic play. 

These two rules together, create a 
game in which there is no such thing as 
a stalemated front, as no defensive 
position can be made absolutely impreg- 
nable. With the addition of these two 
rules, mobility is now stressed, and 
the only practicable defense is an of- 
fense. In other words, a game of true 
blitzkrieg, or lightning warfare, can 
now be played. By this statement I 
mean that with attacking armor stacks 
of around twenty factors, supported by 
behind-the-lines artillery (where it be- 
longs as I think many of you will agree) 



automatic victory against fairly strong 
defensive positions is now possible. 
This automatic victory, with its subse- 
quent encirclement and destruction of 
large segments of the enemy's army, 
serves to simulate the panzer tactics 
used so widely in WW II. 

An additional blessing is that most 
games will now be decided in ten to 
fifteen moves, or less, as the huge 
initial losses inflicted on the defender, 
can quickly decide the probable outcome 
of the game. However, you should re- 
member that the enemy is never totally 
defeated as long as he has the means to 
obtain automatic victory and encircle- 
ment of any sizable portion of your army 
(an attempted Bulge). Therefore, the 
almost total destruction uf his armor 
and artillery is a prerequisite to his 
total defeat. 

I believe that these two rules are es- 
sential to the true spirit of blitzkrieg 
(as I think 1 have plainly shown) and that 
Avalon Hill should make some attempt 
to introduce these, ot similar rules, to 
their already fine game of Blitzkrieg. 
John C. Shaw, opp 500 SE New River 
Dr., Ft. Lauderdale. Florida 33301. 



The Goldwasser Test 

—a new Dimension for S-Grad 



by Naomi Goldwusser 



Almost as unusual as a female jockey is a female 
battle-game nut Well, we finally found one . . a 
blonde, blue-eyed Harptir College graduate (1963) 
who is now an actuarial assistant with the Corpo- 
rate Programming Corporation, in New York City. 
She's looking for some face-to-face competition, 
anil from the gist of her article , here, she's certain 
to get many challenges . . . 

In order to make the game Df S-Grad more even 
it has become the tradition for the German player 
to demand some sort of play halance; although 
frequently (against only a fail Russian) it is not 
really necessary. The elements of an equitable 
system are 1) it should balance the play; 2) it 
should be easy to administer and: 3) it should 
provide for an interesting game. 

The most popular method is 4-5-6 Russian re- 
placement. In many cases it will fulfill the criterion 
we have outlined above, but it has at least three 



objectionable characteristics. 1) It is historically 
inaccurate, 2) It is excessively hard to form a line 
in late '42: 3) It relieves the German player from 
the threat of a counter-attack. It is, nonetheless, 
easy to apply and the results arc generally satisfact- 
ory. 

Of greater interest to the experienced wargamer 
is the doubling of the German replacement factor. 
This is clearly not an historical impossibility, grant- 
ing certain fortunes elsewhere, ll has several gam- 
ing advantages; )) The German player can play 
more aggressively; 2) The Russian player can 
threaten counter-attacks in '42; 3) The balance 
achieved is such that the game usually goes full 
term or close to it. with many distinct campaigns 
developing. In fact it is largely item three which 
makes this approach so attractive as the typical 
S-Grad game is likely lo develop into one massive 
blue tide which cither succeeds or doesn't followed 
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by the inevitable red title, with doubled German 
replacements not infrequently you get rather con- 
siderable eddys and sometimes great see-saw battles 
can go on for a season. 

These two methods present the basic approach 
to play balance. Space will limit us to a considera- 
tion of only a few more, but the experienced buff 
will see extensions, modifications, and combina- 
tions which can make every game of S<lrad a 
brand new proposition. 

Try freezing all swamps, rivers, and takes during 
the snow months and sec what happens! We hope 
to tell you that this makes the rivers hard to hold 
in Ihe winter, and the first Spring moves arc a 
special form of agony for the Russian when he has 
to decide whether to form up behind a river which 
may or may not unfreeze. All is not chocolate 
drops for the Germans, however, he may find that 
he cannot guard river lines with weak Rumanian 
troops anymore because a nasty Russian count- 
er-attack can make things very sticky, or at worst 
regain some valuable territory. 

Often in conjunction with the "total freeze" it is 
wise to give the Russian full replacement but with 
the following reslriclions: 1) Replacements may be 
taken only per city, i.e. each city's replacement 
factor must be taken in that city and only that city 
and/or; 2) Replacement factors may be accumula- 
ted only in the city of origin. While the net effect 
of this is rarely enough to effect the broad strategy 
of the game, it forces the Russian player to 
carefully plan his supply situation . . . which will 
penalize the sloppy general while hardly bothering 
the seasoned campaigner. A specially neat form of 

A specially neat form of play balance combining 
several elements which many players feel are 
tacking from AH games is the "Hidden German 
Replacement" method. Any German unit not on 
the board at the. beginning of the game may enter 
from any major city which the Germans have 
garrisoned and which is free from Russian zones of 
control. Furthermore, if you wish to refine it, 
German replacements can enter in the same man- 
ner. This will drive poor Uncle Joe up the walls 
since if the Germans do not enter their whole army 
on the first turn and/or accumulate a generous 
replacement supply you never know where they 
are going to be coming from ... it also induces 
CCCP to fight a little harder for major cities ... as 
if he needed any such inducement. If you want to 
foncy this up a bit try committing the Germans to 
the same sort of restriction as the Russians are 
under in the previous paragraph . . .but with re- 
gards only to replacements, not unplaced troops at 
the start of the game. 

A minor form ol balance is the exchange on 
basis of attack factors only, i.e. if an exchange is 
rolled against a 4-6^* the German need remove 
only four factors. This cuts down the attrition 
against the German, frequently allows him to 
exchange infantry rather than panzers, and some- 
times induces 1-1 attacks against doubled positions 
as there would be survivors after an exchange to 
occupy the position. This method is realty quite 
effective when applied with doubled German re- 
placement, and may be quite Sufficient by itself 
when the players are of near equal ability with a 
slight edge on the German side. 

We have obviously not considered the. whole 
field, the important point has been made, however. 
By varying the form of play balance from game to 
game you will bring to the game of S-Grad a new 
dimension, and you will be constantly encounter- 
ing new situations which will tax your imagination 
and abilities . 
Naomi R. Goldwasser 
245 E. SlstSrreel 
New York, New York 10028 




The Morale Factor 



J. E. Pournelle. Pit. D. 



"In war, the morale is to the physical as three is to 
one. " Napoleon Bonaparte 



In examining the history of war, one factor 
stands out clearly: most decisive campaigns have 
not ended with the destruction of the losing side 
on the field of battle. The loser may well be 
destroyed, hut in general, he has ceased to resist 
long before he had lost the ability to do so. His 
defeat was more a failure of the will. 



What is true of campaigns is true of battles as 
well. In some of the great decisive battles — 
Arbella, Orleans, Sedan lirst and second the loser 
has often held more strength than the winner, not 
only at the beginning of the battle, but at the 
decisive moment. It is only later in pursuit that his 
losses are great enough to really matter. This was 
particularly true in the classical period of war, 
where the losses of the victor might be numbered 
in tens of hundreds, while those of the loser would 
be numbered in thousands ami tends of thousands, 
but it remains relatively true to this day. It is after 
Ihe decisive breakthrough, the loss of the leader, 
the cutting of supplies, or the disorganization of 
the campaign that resistance ceases, withdrawal in 
good order becomes retreat, and retreat becomes 
rout. This is the essence of great strategy: to gain 
moral supremacy and use it to lever the enemy into 
a disaster. Any general can use superior strength to 
fight battle after battle, grinding his opponent 
slowly down. The gTeat captains found other ways. 
"The Emperor has discovered a new way to make 
war: he uses our legs and not our bayonets," said 
Napoleon's Grenadiers. 



Simulation of this most important of the factors 
in war is difficult. After all, Ihe counters are not 
real, The commander is not spilling the blood of 
his nation's youth. The little pieces of cardboard 
do not run screaming in terror at the prospect of 
encirclement, thus breaking open the line and 
allowing the very thing they fear, and the head- 
quarters pieces do not rally the troops with exam- 
ples and battlefield speeches - such as Harry V's 
great Band of Brothers Speech, or Julius Caesar 
rallying the troops at Pharsalia not by speaking but 
by making obscene gestures with a pickle. Yet, 
failure to simulate these factors robs war of the 
greatest part of realism. 



There is no perfect way out of this difficulty, 
but it does seem to me that insufficient attention 
has been paid to the problem. I suggest that 
judicious use of rules involving surprise (employing 
the matchbox method I suggested in a previous 
issue); supplies Ihe Afrika (Corps rules appear 
best; automatic victory ; isolation; surrounded units 
under attack; and headquarters units will give a 
much more realistic situation, 1 am particularly 
interested in the headquarters units and rules gov- 
erning them, and have made a major new game 
design for Waterloo based on use of headquarters. 
Headquarters pieces should affect morale (which is 
to say defensive combat factors), stacking ability, 
and mobility of stacked units. 

It appears obvious that adding morale factors 
will also require the introduction of chance factors. 
One doesn't want to make the game dependent on 
the throw of the dice, but on the other hand there 
isn't much realism in troops who always light to 
the death, inflicting the maximum number of 
casualties on the enemy, 

I have found Waterloo the game most in need of 
this kind of modification, and in due time when 
the new rules have been play tested, I will be glad 
to submit Ihem as a possible variant for A-H; in my 
restructuring of the game, 1 have been careful to 
require the addition of nothing but a rule book and 
some pieces of cardboard for new results tables, 
thus the old set can be used, and it would be 
possible simply to add the rulebook to have a new 
game. 

In the meantime, 1 suggest that serious war- 
gamere give attention to slight modifications in the 
rules to inlroduce morale factors, this will do more 
to increase the realism of the game than all the 
work on revised orders of battle, terrain, etc. 
Furthermore, with the tendency toward complex- 
ity in the games, morale factor rules have the merit 
of complicating the battle outcomes without add- 
ing unduly to the playing time. 

Dr. J. E. Pournelle 

12051 Laurel Terrace 
Studio City, California 91604 
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Que Mien Sex I Official Avalon Hill Game Clubs... 



1914 

Q: What are the reinforcements on turn 30 re- 
ferred to in Chart G-3 with a die roll of three? 
A; TtiL'y are Iwo 305 [irtillery units (factors of 
0-0-2). 

Q: May amphibious units move on the turn they 
land? 
A: NO! 

Q: Can the allies land amphibious units in Hol- 
land if it is invaded? 
A: Yes. 

Q: Is it possible to move along the Dutch-Belg- 
ium bonier without violating either country (exam- 
ple: FR14to FF 13 to FF-12 to FF-11, etc.)? 
A: Now come on fellows let us demonstrate our 
qualities of reason: A border is only a mark on a 
map and it is not a highway on which you can 
march the whole German Army. Of course, it 
cannot be done. 

Q: May 210. 305, 420, artillery be used less than 
3 squares apart when engaged in siege operations? 
A: Yes . . . BUT only when used for siege opera- 
tions (i.e. attacking forts). 



"Blitzkrieg 



ft 



(continued from Page 6) 



2. Surrounding and neutralising of 
enemy strong points. 

3. Capture of strategic transporta- 
tion centers. 

4. Attacking in the direction of least 
resistance. 

• These principles can be explained 
in brief (they will be elaborated on 
further in part 2) as follows; 1) From 
St. Vith North and Clervaux south is a 
gigantic gap through which the Ger. can 
pass, 2) Since the Amer, will probably 
retreat the strongholds mentioned above 
will not have thousands of troops trapped 
in them so this part can effectively be 
ignored. 3) The drive west from St. 
Vith toward Houffalise and DD-24 will 
take care of part three. 4) The Amer. 
can be fooled into thinking that Bas- 
togne is the next target and thus the 
line of least resistance heads straight 
for the MeuEe. 

And now one final word before end- 
ing this article. I have found that too 
many players are concerned with taking 
that town or that junction or winning 
that battle rather than the campaign. 
This is caused by the mystical attach- 
ment that both sides have for Bastogne. 
Each one feeling that if they hold the 
city victory will he theirs. This leads 
to a meeting engagement right around 
Bastogne in which both players get so 
involved in tactics that they forget 
strategy, which for the Ger. is to never 
lose sight of his goal the Meuse. 
R. S. Baier 
1201 15th St. , NW 
Canton, Ohio 44703. 



The clubs listed below supplement the initial listing made in the Jan-Feb 1968 
issue. Due to space limitations, we have not repeated any prior listings although 
many have forwarded us updated information. The purpose of this listing is simply 
to provide hasic information to those readers looking for new clubs. 



CLUB 

Strategic Games Society 

University of Ariaona 

Preiissen Waker 
316 Fleetwood Drive 
Modesto, California 9535 

Iron Crossprs 

4015 Lindsal 

Riverside, California 92509 

The Bavarian 3rd 
11 Plymouth Road 
Snmers, Connecticut 06071 

Commandos Extraordinary 

6650 106th Street 

Ewa Beach, Hawaii 96706 

People's Democratic Army 
2623 Lemhi 
Boise, Idaho 

The Progamers 
8601 22nd Avenue 
Adelphi, Maryland 20783 

1st Shock Army 

7216 Marywood Street 

Landover Hills, Maryland 20784 

2nd Shock Army 

10009 Glen Dale Rd. fWl 

Lanharn, Maryland 20801 

1st Shock Army Group 
7423 Leahy Road 

New Carroilton, Maryland 20784 

Panaer Lehr 

1104 Vinyard Square 

Jefferson City, Missouri 65101 

Das Afrika Korps (Dak) 
2609 Milton Avenue 
Solvay, New York 13209 

Southwestern Contingent 
2471 Curry Circle South 
Hollaman AFB, New Mexico 88330 

Iron Rigime 

3594 Rob Roy Drive 

Cincinnati, Ohio 45 239 

Stratigic Tactical Army Game 
1209 Huntly Drive 
Columbus, Ohio 43227 

The Worthington Avalon Hill Club 
8285 North High Street 
Worthington, Ohio 43085 

Oberkommand East 

365 Highland Avenue 

Wollaston, Massachusetts 02170 



PRESIDENT 

Philip N. Pritchard 

Mike Wright 
Thomas R. Williams 

John Stopa 

Mike George 

Gary Crowell 

Antonio Leal 

Jim Baker 

Mark Bobson 

Pat Otero 
Dave Coplen 
Stanley Morgan 

Don C happell 

James Mantock 



MEMBERSHIP 
15 



4 



3 



8 



27 



Donald Wolff 



Don Baxter 



Paul V. Rundstedt 
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Club Registration 

All Avalon Hill clubs are urged to 
register officially with The General. 
Those who have registered previously 
need only to complete the form in the 
event of an address change . 



Club Name 

Mailing Address 

Name of Newsletter or Mag, (if any> 

Total Membership 

President's Signature 
(Check One ): 
This is a first time registration 

This is an address t:hange registra- 
tion. 

Don't forget to vote on what are the 
three best articles of this issue. , . re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General. 
Here's how it work s 
Each coupon is worth 25^. But one 
coupon alone does not entitle you to a 
Z5$ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money- order 
for $1.00 less than the usual retail value 
of the game . 
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OPPONENTS WANTED ADVERTISEMENT 

Please print Of type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 



1o 



1 1 



12 



13 



14 



IS 



is 



17 



18 



19 



20 



21 



22 



23 



24 



25 



26 



27 



26 



29 30 31 32 33 34 35 words 

Alt ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in rhe following issue. No ads will be accepted unless printed on this form. 



Contest No. 29 



You, as Dc stroycr Escort command- 
er, must destroy the U-BOAT in the 
upcoming turn - with the rules of U- 
BOAT the submarine may reach any of 
the 6 squares shown at any depths 100 
to 400 feet inclusive. The D-E may also 
reach all of the 6 squares, but can only 
lay depth charges in 3 of tho se 6 squares . 
You are allotted a total of 7 depth 
charges . 



articles in this issue. This selection 
has no bearing on the contest results 
but entries not bearing this information 
will be voided. 

LOCATION OF U-BOAT 



M4 



N4 



04 



£. 



N5 



05 



06 



Sales- 


in- 


Square 


Depth 


Hundreds 


(Ampex) 


{Zenith 


1 




M4 


100' 


2 




N4 


100' 


3 




N4 


200' 


4 




04 


200' 


5 




04 


300' 


6 




04 


300' 


7 




N5 


300' 


3 




05 


400' 


% 




05 


400' 







06 


400 1 



On the Depth Charge Plan, insert 
the exact number of depth charges you 
are dropping in the squares of your 
choice (7 maximum). Also, list at 
which depth they are being dropped. 

The U-boat's position will be deter- 
mined by the last-digit of the sales -in- 
hundreds column of the New York Stock 
Exchange transactions for Ampex and 
Zenith, closing figures of Monday, 
February 17, 1969. 
\ Entrants who hit the U-Boat with the 

| most depth charges at the closest depth 
. will be determined winners - ten will 
be named in all. All entrants must also 
list what they feel are the three best 



Depth Charge Plan 



Square 


Depth 


No. of 
Charges 


M4 






N4 






N5 






04 






05 






06 







Headlines of 3 Best Articles: I 



Name 



Address 
City 



State 
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fetter* —1{e6 We (jetiettete 



Dear Sir. 

Regarding contest No. £7, 1 believe 
the questionnaire was too simplified. 
Zone* of control for e^th j|ame must 
vary according to the area of conflict,. 
Battled on limited fields and before 
1900 such ae Waterloo, Getiyeburg. etc* 
ire better with partial lanes Dl control. 
Those taking in full theatres of opera- 
tion. 1^14, D-Day, etc. , are better 
suited to no zones of control because of 
the vast area, of conflict involved, Bulge, 
Guadalcanal and other battles of this 
era of mortem rapid fife mobilised wea- 
pons fought on limited fields lend them- 
selves to the fell zones of control. 

Hudden movement a* in I H 1 4 lenda 
itself to most game?. Non-engaged 
units behind the lint* would not be 
identified until contact is made. The 
movement, as in Guadalcanal, I helieve 
to be excellent for use in jungle terrain. 
In order to help speed-up such move- 
ments a small reproduction of the game 
hoard t such as the 1 °14 mobilization 
pads, might be included on which to 
tract the movfmtnf so yOut Opponent 
does not have to leave Lhe rooin. 

The ubc of artillery must vary at' 
cording to the area, of conflict and the 
period. The 19M or Grid system of 
the I960 Gettysburg game would likriy 
be best in a. theatre of operations. The 
Guadalcanal system would seem to ap- 
ply for thai ^amc and specific battles 
on limited luce din. 

The point system would be the fair- 
est way to decide victory in all games, 
with the object being to do better than 
what actually happened in history. Al- 
though 1 enjoy realism in the games. I 
believe a basic format &lon£ the lines 
of Stalingrad and Bulge to be the bejft 
compromise for everyooe. Tournament 
and optional rules may be used to maku 
the games more realistic and in this 
way satisfy both adherents. By doing 
thie the game* should be successful, 
perhaps not for the consumer at large. 
but indeed for the avid warmongers you 
already cater to. 

Robert A* Schulp 

515 Kinderkamack Road 

OradelU New Jersey 07&49 

Mr. Schatp is no RftMtftt to AH r As a producer 

for Synchro-Sound, Int., hh intense interest m AH 
IftimiVrjf I e d him to propose the filming of u d&ctt- 
tmntory on adult garnet One such documentary 
had bten filmed by art educational TV network 
over two yean ag™ find is unit heittg shown over 
vanous heat xttitintu to this day. 



In regards to Mr. Woodruffs com- 
ment upon my article in the [July-Aug. 



L o8) issue, he seem* to have read 
something thai was not in the article. 

1 stated that the effects of radiation 
on people, In many books and magantTiea 
were traah, 

The "Atomic Threat" he mentions, 
ia something entirely different, hut in 
qutte real. 



William B. Seari^ht 

U S,S. Van Steuben (E.SBN-632) 

FUet Post Office 

New York rmol 



A Reply to Brian Libby; 

JuBt after reading your letter in the 
Last General I visited Russell Powell. 
Rat everyone can visit Ruisell Powell 
- hut then, nat everyone can visit you* 
Indeed, we should live to see the day 
when ffverynne vjaa suddenly to con- 
verge on your huunn. I w*> in Maine. 
and L went n.11 the way to Long Beach, 
California, Think of it - 3 thousand 
miJeS ju»t to find Out if your letter was 
true. When I left Maine I wis oot B 
Spartan. Now 1 am. 

Erik Holm 

Long Beach, Calif* 



Dear Sirs: 

In the last issue of the General, 
Brian Libby came out with a "warning" 
about the flreal SPARTAN Menace. I 
would like to answer him for SPARTA, 

Yes, it is true. SPARTA ia not demo- 
cratic. SPARTA ia not a club, either, 
by the time this ie pLibliflhcd, wc will 
be a corporation. Have any of you war 
heard of a democratic mr-por-ation"' Ac 
any rate, members have and uliU will 
have a large part of the ss.y in SPARTA . 

Now, rt tQ Mr, Libby ' a insinuations , 
If 1 tried to go into the diff^r-iint ramifica- 
tions of the Aggressor split, I fear that 
it would take more apa.ci> thiln would be 
puseible* However, AugjekKOr HCKi«' 
land did enter the SNCL of its own free- 
will. When Mr. Libby decided that lie 
didn't like it {although he did more than 
anyone altfe fag get Aggressor into the 
i.c.Aguc). he. tried to get out. The only 
problem wdt, SPARTA and most of 
Aggressor didn't like it i hence, the 
*plit. 

I resent Mr. Libby' 5 comparison be- 
i ,■ -:-'..-:i our GlaJi&tor Report and "Red 
Chinese propaganda. " 1 think that one 
can see the greatest eKchanjje nl dive-r- 
gent viewpoints in the Gladiator. It ia 
so unrestrained, in (act, that if often 
creates violent controversy. 

I have never known of an individual 
wargamer who dropped out of SPARTA 



because he was dis satisfied with the 
service he received. If that's not a 
good indication, 1 don't know what onf 

Dan Hoffbauer 

Minister of PciGonnci 
SPARTAN WAKCAMEKS 



Gentlemen; 

tjow about a jjame on the ttorean 
War? It seems a perfect set-up for a 
game: A conveniently delimited geo- 
graphic area (a peninsula V t a touch and 
go Anybody's - Ball - Gnme conflict 
with radical changes of fortune, a "re- 
inforcement* table" with a gradual build 
up of U, W. forces followed by a eudden 
n\a*aive infusion fii Chinese forcea, 
opponents with greatly differing armies 
- one side with superior mobility and 
firepower, the other with enormous 
mesa - and above all a himnriral situa- 
tion with many "ife". What if the North 
Korean PeOpte'e Army had adequately 
garrisuneti Inchun? What if X Cor^e 
had moved riirerT.ly ovpfland from Tnp hon 
(u Wunsun instead uf blowing up VIII 
Army'o northward advance hy clogging 
•-h- ruids with two w^y traffic > -- X 
Corps moved south to Puoan to debark 
tncj make an ampli ibiou s landing it Won- 
:--ri- What if the rr ':■', Forces, had been 
_n ^Ood defensive positions when the 
Chinese forces hit? Try reading Ridge- 
way" s account Of the Korean War and 
see if you don't agree it would make a 
gond ftame. 

Jesse W. Millerj Jr. 
665 W Onondaga Street 
Syracuse, New York 13204 

We don '( doubt that Korea wmttd make for a 
good "same '" But because q[ lis lack of appeal 
from a glamour standpoint - tuck nflieru flgum - 
it in i}Hes!iutujble that mth u thin totdJ ever be a 
marketing ttittttit. , , . 



near Sira^ 

I have just received my first copy 
at "The General" and I noticed an article 
in It tailed "Togetherness for thr. Con- 
federates. " (,Tuly-Aug. ), Tt suggests 
waiLing fon the side of the Rebels ) Z'i 
turns fc until all Units have arrived) be- 
fore attacking. If yon do this it aIIdwh 
the Union player to set up a strong de- 
JeJi- i- ou the various hills and Tidg^ft ao 
it alan enables the Union player to take 
advantage of the "HiHtnp or tlidge Tin- 
trenchment 1 ' rule. By doing this, the 
Union player can juat sit tight and wait 
for the time to run out on the Rebel 
player (prnvirteri tha.t the Union player 
i: :■■■-.; v.\- a little bit about strategic placing 
of troops) while the Rebel player ncxt- 
to- annihilates himself attacking the en- 
trenched Union positions. 



My advice ia to invade the Union 
half uf the buard olx sOvn as pOS*ible r 
As soon as the Rebel player iss able lo 
move he should advance Htth to the 
Cemetery Ridge and work his way down 
it. Around 'i 00 A.M. Hath bhould be 
joined hy MflntOah and hy iiOOn Heth 
should be foin«d by Render & Pvyr^mi 
and in the next ,: hours by Rhodes. With 
ttiese two itifajitry-aj tilLery units and 
one plain infantry division on Ccme- 
t<?ry Ridj^e the Rebel player Ou^ht to be 
able to control the small Union force 
until relnF^rCements arrive. If the 
Rebel player ran keep control of Ceme- 
tery Hill, Cemetery R»dge, Little 
ROUNDTOP. and Round Top he splits 
the Union reinforcements into three 
columns which the Confederate player 
can defeat in detail. Rut the game will 
btill cumfl close and the Rebel player 
must place his troops well to win. This 
strategy hat jiwiyE worked for Die and 
it should work for you. 



LJoug Kewley 
ISfew Orleans, La, 



DeHj- Sir/fl- 

Sometime ayo I contacted you about 
an organization called the Federation 
uf Atlantic, I think thi» is the tnofit 
tinder-rated, and under publicised war- 
gaming uryatiizatiuTis arourtd. We have 
mnrff tnembera avpTfitaS then any Other 
big time club around, not to mention 
our encfrrmiufl U.S. branch. We offer 
many of the same services that Sparta 
and IFW after and for free. . We have 
probably done more promoting of AH 
games and materials then any other 
orgatiiiatLon by use of our Canadian, 
Engliah, Germany, Vietnam, Holland, 
Portugal, aod U.S. branches, not even 
the International Federation of War- 
gamers (IFW) lias so many different 
countries represented! Our total mem- 
bership l£ equal to that of Sparta and 
IFW combined. Presently arrange- 
ments are beitLfl made in which new 
clubs with a potential 30 new members 
will join us. I would also like to bring 
to your attention the fact that the FOA 
and AWA(Arnerican Wargamers Assn, ) 
formerly under John RancoUrt bus 
merged with us and the IFW (which you 
prai&cd a few months ago) is scheduled 
1o join in our new league. The National 
Coalition League(WCi-)on March 1, 1969 T 

I arm not bitter, but 1 do think Lt was 
a bit unfair not to mention us even on 
your list of club*, lt is a bit late to 
recognise the FOA now but I am hoping 
you will at least recognize the NCC 
(which contains the AWA« FOA, & IFW), 
Enclosed is the address ttf our tempo- 
rary headquarters, please place it on 
your club list. Perhaps you might alga 
do a cover gtory on it in your June-July 
issue of the General once things a re- 
settled. I would appreciate some &orl 
of reply. Thank you, 

Mark Spencer 

The National Coalition League 
P.O r Bu* 1Z2 

GawllluB, New York 13031 

Don't blame hs. look W your awn publicity 
department far the failure in getting "aitendon," 
You keep its informed and we 'tt be gtod to till tfor 
story . . , 
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Adm. Lord Beatty, a dashing British naval offi- 
cer of World War I, comes under slashing attack in 
a new official book on his part in the Battle of 
Jutland. 

Popular British history records Admiral Beatty, 
who wore his gold-braided cap at a rakish angle, as 
the hero of the battle, in which the British fleet 
claimed victory over the Germans. 

Now, 52 years later, a hook published by the 
Navy Records Society, criticizes Beatty for the 
handling of his ships and accuses him of misleading 
the public on the piirt played by his superior at 
Jutland, Admiral of the Fleet Lord Jellicoe. 

The charges are made in an appendix to The 
Jellicoe Paper? compiled by Vice Adm. J. E. T. 
Harper, chairman of a committee appointed by the 
Admiralty to prepare a report on Jutland. 

"It was transparent From the day Lord Beatty 
assumed office as first sea lord that attempts were 
being made to neutralize the effect of the plain, 
unvarnished, chronological record of facts," Ad- 
miral Harper wrote 

Articles, inspired it would seem from inside the 
Admiralty, appeared in the press: They first hinted 
at Lord JelUcoe's failures and Beatty's successes at 
Jutland, and later openly blamed Lord Jellicoe. 

By insertions or omissions, attempts were being 
made to disguise the fact that, as vice admiral 
commanding the advanced forces ill Julhind, Ad- 
miral Beatty has seriously neglected the first duty 
allotted to him, that of giving his commander-in- 
chief frequent and precise information of the 
position of the enemy. 

Admiral Harper charged also that dainuge to the 
German fleet was limited by incorrect disposition 
of Admiral Beatty's ships and faulty signaling and 
"the shooting of his baltle cruisers was far below 
the standard expected at that ime in the Royal 
Navy." 

The present Lord Beatty lilt back in defense of 
his father's memory. 

"The only alterations to the record made by my 
father were factual and they were not extensive," 
he said, "He was not the sort of man to attempt to 
hide anything. 

"I'm afraid Harper was motivated by a chip on 
the shoulder because he believed quite falsely that 
my Tather had stopped his promotion. His allega- 
tions are unsupported by evidence." 

Thus, the age-old controversy of "Who really 
won the battle" continues from a new and differ- 
ent point of view. 

TOURNAMENTS . . . weekly "game-ins" arc 
held at the University of Chicago, Chicago Circle, 
for gamesters interested in all phases of gaming . . . 
AH to duplicate bridge. Len Lakofka is your 
contact for the Tuesday eve reservations. Call 
1-312-342-6857 .... The "Stalingrad Society" is 
looking Tor additional combatants; for tournament 
info write Paul Cote, 6491 N, Newlund Avenue, 
Chicago. 111. 60631 , , . , It might not be too late 
to get in on the Napoleonic Boardgames Society's 
Waterloo tournament; write Bill McDuffie, Clark- 
son College of Technology, Brooks House, Box 
380, Potsdam, New York 13676 



FILM ... on the Lake Geneva IFW convention 
(Nov-Dec cover story) is available from the offices 
of the IFW. The 8mm film, accompanied by 
descriptive brochure, shows it tike it really was. 
Charge for borrowing is nominal . . . address inquir- 
ies to: IFW, Scott Duncan, President, 2249 N. 
Broad Street, Philadelphia, Penna. 19132 .. . 

EVEN CLAUDIA CARD1NALE, lucious co-star 
with Peter McEnery in The Adventures of Gerard 
cannot tear McEnery away from his purple passion 
of "playing those American games or strategy thai 
are most extraordinary." Along with producer 
Roger Vadim, McEnery often sits up half the night 
"replaying the Montgomery-Rommel campaign in 
North Africa." We wonder what Jane Fonda thinks 
about all this, Roger . . . 



HERE WE GO AGAIN: Mark Robson of Lan- 
ham, Maryland, responds to the recent series on 
"Belgium - 1914" to querie, "what about Hol- 
land?" He admits that the prospect of an invasion 
into Holland looks horrible but claims that "done 
right" it will lead to a "decisive victory." He didn't 
say for which side. To do so, he violates many 
cardinal principles of war; specifically, he proposes 
to divide his forces into three parts; a force to hold 
its own in the south, a force poised to invade 
Belgium, and a force to blast through Holland. 
Ultimate objective in this tactic is "confusion for 
the Allies." Well, we think confusion is better than 
self-annihilation - but then again, Lee did it at 
Chancellorsville and got away with it. 

Anticipating such a prospect, Doug Kewley, 
New Orleans, Louisiana, says, "But as for Holland, 
NEVER." My plan is to invade Belgium with 
everything I can spare from my shortest possible 
soutliern defensive line, using my German forts 
that are in the extreme south as my main defensive 
flank. This leaves me a huge army with which to 
invade Belgium." Kewley claims that the final 
result, "with a little luck," would probably be 
close to; "Germany 265 points. Allies 52 points, '* 
All this serves to remind the "19 14" buffs that the 
1,000 and 1 variables built into this game make it 
one of the most studied gumes we have ever 
published ... at least it is the game most discussed 
by those writing to The General over any other in 
the entire wargnme line. 



TAKEOVER . . . has absorbed Gamescicncc Cor- 
poration into the Renwall fold, as most of you 
know by now. What you probably don't know, and 
we pass this along as a comforting thought, is that 
Renwall has wisely left Battla of Britain "alone." 
Their only addition is in the form of a set of rules 
for kiddies hoping for distributional expansion in 
Ihis area. Nol so comforting to game fanatics is 
their dropping of all other Gamescience titles. With 
this in mind, we suggest that those interested in 
obtaining Nuclear War, Vict Nam and Confronta- 
tion drop a line to' Project Analysis Corp., 50 
Fairfield Avenue, Albany, New York 12205; col- 
lector's items they soon will be ... . 



HERE'S A HEART-WARMER: Commenting on 
a rumor that Renwall may buy out Avalon Hill 
resulting in lower prices, the editor of PanzerfausI 
magazine, Donald Greenwood, stated, "I doubt if 
many wargamers would like to see this happen, 
lower prices or no. After all, Avalon Hill was our 
founder so to speak and I, for one, still feel I owe 
them my loyalty." To all the Donald Greenwood's, 
our heart-fell thanks and we will endeavor to grind 
out the battle-titles until death us do part. 

"AIR-FORCE SERGEANT invents Table-Top 
Battle of Britain" is the headline of a story publish- 
ed by The Army Times magazine. It refers to none 
other than our old friend, S/Sgt. Louis Zocchi 
receiving credit where credit is due. And the game 
referred to is none other than Gamescience's game 
of the same name. Small world, what? This certain- 
ly should place Lou rather high on someone's 
"Wargamer of the Year" list. 

SIGNS OF SUCCESS: The mark of a successful 
product is in the number of imitators. A case in 
point is AH's Baseball Strategy game. On the 
market since 1961, the most notable of its imita- 
tors is "Championship Baseball." Championship 
baseball is the same game with the addition of two 
more dice (three in all). In AH's game, the hitter 
has lour alternatives with the printed chart set up 
to reflect these alternatives in this order; PULL — 
NORMAL HIT & RUN - BUNT. In Champion- 
ship Baseball the hitter has four alternatives with 
the printed chart set up in this manner: PULL 
NORMAL - PUNCH - BUNT. Other similarities 
too numerous to mention here abound in the 
latter. The only big difference between the 

two is In the addition of extra dice which greatly 
increases the random luck element. In its own 
right. Championship Baseball is an enjoyable game. 
It's also a SI 0.00 game. But for those of you who 
delight in eulogizing dear old Avalon Hill, remem- 
ber - we invented it first. We therefore consider 
the appearance of the Tod Lansing game a compli- 
ment to our design staff 

CONTEST NO. 28 WINNERS were headed by: 
Carl C. Courtney, Shiremaustown, Pa; Stephen 
Stackwiek, Baltimore, Md..; David Spencer, Boca 
Raton, Fla. ; Norman Phillips, Bakersfield, Cal,; 
Ronald T. Tilyard, St. Laurent. Canada: Jerome 
Phillips, Los Angeles, Cal., O. B. Flint, Saginaw, 
Mich.; William Eller, Conrad, Texas; Robert O. 
Jcems, Philadelphia, Pa.; Mathew Goldschmidt, 
Milwaukee, Wise. Gift certificates are on their way 
to the above . . . , 

A mistake in the closing date for the die-roll was 
printed in Contest No, 28. Instead of "October" as 
printed, we really meant "December." The stock- 
market for the usual middle-of-the month Monday 
closing (December 16) placed the Bismarck in F-2, 
c. 

Gift certificates go also io authors: Brooke 
Duvall, Timonium, Md. for "Belgium - A Must;" 
Jared Johnson, Chamblee, Ga. for "The War 
Game;" Barry K. Branch, Royal Oak, Michigan, for 
"Victory by Default;" Michael Paluszek, Rye, N,Y. 
for "Use of the Blitz Tactic;" and Emmet Dowling, 
Wheaton, Md, for "All It Takes Is Efficient Plan- 
ning." .... 

BY THE TIME you have read this far. you will 
have noticed the appearance of a greater number of 
articles. In changing to a new, electronic typeset- 
ting system we have been able to set more words 
per page, thus expanding the editorial content of 
this magazine without effecting the costly expan- 
sion of additional pages. In short - this issue is 
22% larger than all previous issues .... 



OPPONENTS WANTED 

Oppmienl stlllM] On |IW AMou Hill iM|MN 
Will mvtl U)v to 3Q- nta< Also would like to buy 
rjjtai lijTilv ol' El mam fllul Confrontation Js>hn 
Edwara.;., 45-: Chanel St- Sift VarmaNI.VIcioc- 

in. Australia. 

CJjipftncnFi'wankd lilt all Al I luud KartseiclpeciaJly 
Wahrrlon. 1 am un.hr aim i\ both hut prefer FA.A 

In Df Totenlcopr member why lulus all club* 

iwllO challenge. Hirlty Anion, H\i Wexford I_:jii l- . 

flirm i na-rtani. Alabama 

10 Years o1 hi l wirummB experience- Need phm 
opposition for D-Day, Hlmj. "-SiJw-u. itnd Ah. 
Gamer- ilarted muicU finished Riclwrd P Wriaril. 
763 DiekEan. Fjyetleville. Ark. 71WI (Answer all 

rep desk __ 

■.'..mr p'iicl- Im kid' ..TiMil^m. ,1111 ■■'..', ■"■.Hid- j - ■ 1 1 ■ 
(he Uuluctic tmpirL-! Pbrn, SOtti, fertWTl SWllMl 

field. 3TH fldmaM. tcMAtnfc Ark 7SaiM Will 

hai"1-*rii. | iil Ji.t.inir 

We nerd mure member** Anyom.' w|n.i w;ink n* 
join H new -STjrami.nir Llub. pk-;I?L- eonlrfci jne 
Kt-fll Cothalh, .19? DebnrLli w^,. Upl-sng. Calif . 
Opponent wanted for pbm Blit; I'll i a fa.tr njd. j 
division jtueAi n*.. no tttWleif. J^Tf Kant. |$_4 

MaiiLloTia [h SiinmyYak f.'ahl . S J DH7. . 

Waii[<mj. Air F.mpiie and Chadieelliir^vilJe Pay any 
tanonnVk pAoa Will phm C* hcu-to-fa ce AK. 
Tactics II. atld 1914 (HilC'i svJ* «n(! for option al 
mitts. Robert Partanen, '»J Wedgwood Drive, San 

Jo«.fjHr «Sl23. .ST-JriM. 

Wanted opponents. mtTtirwf s for irw Ire n Cr*sm«. 
tfr.ni rpi Unite. Blitz. AK. J 'J I ^. WntcrJ.ju. S-_rsd. 
tM3ay 'S 1 ). 1 T K Jutland MaA-1 winners ilepup. 
Tarn tad Gat? WMhainv 401 J Liiirtvi}, RE<reiwJr 

Calif. «50.9. 

For Wife- lyirfilciril in R&tOnf] cundirivn- Prive 
n on I k 15.09 I wlJl pay rcriLwi', First offer 
nrnwervd. W T <t* ta Mart Hpe.er. P.O. &o* 763, 
Ijtiinrj. r.dit ^"Tj _______ 

AdlNn£' Piiiwi.ii. rnilil.iiiiut lisr. mi in r|ir I'jriiv- 

sen Wihei L._al Lonim-ntta uprri >»]«■. T-kc -d+ 
vantage Of a membership In n fiewvlubl Write Mike 
WneJH, 31ft Fleetwood Drive, Mod.-To. Calif. 

VbiiU 

li-corm- * mrmt>ci nf \kr SNfT'..' (Vc art no* 
iiiLaarv" n stlrd w> « FQ Mug ymi r«n d*6H Iwrrmr" 
iriETitf wi|li laT^f EitDnr lary pnn-v PuMn. RrPiihiini 
Dspi. BWW Sullivan, 7871 El Dorado PIsuj, Long 

bcjdi. TulH '"ivJ 

For _lIc. Waterloo. BlilikricK. Wutcdoo ulinoi-l 
DBprl They rriUSI Jo! Dtsl hid. I dcJJn: A pbifl 
np^iancni Tnr iflli. BoliWidtinfr S2t7 Dicdtftil 

Bd.. Do*ney. CJLf QQMP. 

Jhjiti now mj prt in LTic bcil pnd f»te$t puwiriK 
EIBifa .ir.i.i', 1 . Don't Rfia ih|f HltfoWi join ReO 
Forc« AH clnh« includlna 4(hSS rwn- We ^pv^( a, 
new feudal svstem. >1 IQI BummM St., Concord, 
_LL 

J ran LJit Lirgfil Imfcpendcnl tluh in AmtEica 
Dr i Trlni»kn|]f SJh. Wc vmiII t.itr any fiorinrjhk 
■wnpHRn Surriai Pui'ikr (a Sun F»aiu.iv« Jiid 
(Wud N - Call 5J! 1-4*47. Thirtes C. RkuseH, 
;WElTWC<)iin.t-wro WjjfflM MJ4J. 
IQ vtur -nld ncvJDC wisJiw opiia-ncritK for AK. I 
prefer Rommel. I"bm tfr faire-lu-fact. I hare a ^ir 
Initfirrilirl m fiiiriuhjjiinp ii«"jl giirati Marl; lldycc 

UK Vint nil si . B,.».. Pjrt rjiir mm 

Wanted- IniprenmJ persons wlio tti-Joy tiivai war- 
SDT4i« Ju.lMJ.rKt, BLsmBTv}!, MldwjiV »nd Rlcrchur 
Prntt'i niLcs fof nuvol wuJEiunint *rile SbI- wJB- 
uvn Sft-WT, IWM5, Sth PH., Sub Unit One, Isl 
fajjg 11 m FITl.^irt FrinciM CtM. 9th02_ 
Wan! V„Uiaiii CW. S*rM* infi? to J. ToiseU, 
NaUso^f-jft, Sj.l|HJrt, FVO, San Franeisaj. CaUf. 

9<Aib. Aim, 30M, 

Admirm 1 Art thiLn any AH Wurjmirith j|lvr in ih* 

n«k afq te-1 will ffcjp Pit i**i4. BiH- A^. 

B-f)ra-i. nnd I:. I,- {I'll , i.. . dLhtr in all ol them k 
Lt Col- K-i Hnmikufi, 6922nd S^kty. W|ng rV>* 

35 J APO^San Francis™. Calif J*_rM 

WafUamii; oti E,m Cpmi and Eu-rarw* Ort bk& 
l J BM iimr ef 1914, Blllz. J nil B'.djn;. blind nifta 
preference. J wilf antwtr 0,11 letlers. L.L. P.I. Mcn> 
trtift _ Bhy, 3U bK ISOin ARTi, APO 09ITS 

iTrrirn^ pljyrrs. pkjut. 

Mim-iI OgyciIHtia for ill (imn PBM and Eair^to- 

fics. riav* ^11 Bjmn;. Crmftct B-t-d atamans, 

477 Liji'iiu . Ui?rib'er : Colo. J1O220, 

Wanted!' F-T-F wcr^onncrs In Colorado, Wriere It- 

rfie EI.A.F.'. 1, Fbtn AK opponent MeAnt [P» Bni 

■ ■.■'i must he cxpcricni-cd. Wfiit Hoy Hcjlet, 
«7fil S OwrrV St . 1 iHlrlr>n Trtlo KOL^O Phone 

77 1 nil fr*. . 

Any wargimers In HazjrdvtLle orSomi'm? Will pliy 
I5J4, AK, and Jutland. Anyone wtklne opponent* 
cull 1W-3 1 30 r John Stora. II Plymouth Koad, 
Sdrficn. Cortll.fJJiQ7]. 

Thf 41b HMtti hn n7n> r - .iirn iiTTrtari [lie 
FiialieM i^saihleikitl in AK wjiKaniPMi/uiid wh it to 
d^feal wiyJTw. If jruu airrrr i»il1i lltiV |iliilnsii|ilij 
jplnl Vine! Wti-oni, 714 Wuudnljle Roud, WiK 

Hiiftg.ton. DfrlJ. 

li you- AVDJ lo plar" DWDtJ— uf WKflU to FnUI from 
your CD. con [act D*\c Spcnitr, Sfso M,w. IKh 
Ate. Rota Raton, Fla. 1J4J2. RLncgadm ha¥L' 
gained y ijinj! .i'H I In- iiiw N:j -'jirLn.g. jutt fu,n. 
Wjll tnd* almt*i new C'ranal or used bm j.oi*rl 
Midway Ilst tiMti ccmdJiian blur, CcrtaH M^rk 
OifHiiduri. 3J3 Kent Dr., Co^op rhtKtl. Flu. 

3J931 

ClullenKinB liijri ranting orficen of any club in 
"14)4" Tf I bice, ^u,"j'.!fili'r lii join your tluh If 
iii-n t rvptare oFriwrt fo^llifr, in t|i>lj. Fanrcnuugln' 



OPPONENTS WANTED 



Ksul|if(.l^p|ir Vrfier UvjiiTs. y<w* Pbfn trmminiL-nn. 
Miliuiy Minjaium, Oamift- EAvilvrlit?, BeFminp 
ion. Fflftcu 1940). a jYijio [P-JiiJt'T UOftJi nnd a 
dedicated urQUb Of Qb\Sttt Wurpmrr* 1 To jaJit 
wnlt WulS WMIinnis. i^U Molitor, Ptmaini City. 

I I ., J Ml ! 

AlKIitii^ wJi-pniiirrt" A l -jh^vii 3rd Armij iv imW 
trvniHfni Vajliritt, [Vsinii. Ujixi Lnv and Pom 
touniiiiiiiliis. If you live Lrt GcQtjiw. AUlMiTia. 
Florida or thv Cstolinas, -tontact jmrnsdijle-tv' 
Waliy WUuu-t Jr. IfetSCrBM Ave.. Puiam* Ctty, 

Flu. J:4UJ. 

AliCnLLtirt W^mnn! !>.? ynu collect nnniatum. 
plrtj^ ilrmjljamr * with njjLim., p-l.iv All gjiniei. tn 
drsign irasJatnU a"J Ike in ilic tViuncoJa P C. 
TllQllW— - Dolhan tnarojlp'' Ccrnlnti WjHv W^ 
iitmE, tSOTW. l^hSt.u Panama Ci^FIa, 32401 

UjjfMifienl maiMcd Lu [ilim BIFCi. all Uftlimii CTn'pi 
nui-jcnr. Ejtfrvr ildfl. AH letter* ans-wt-red. Coiklnci 
Milcc Hairts h J2JS9 N, Effibrv Clrde-. CliaWbLcc. 

Gtoma JQJ4I ■ 

(n-rn-Fii-.n f-nr?niji-nEi wasit^J. J nrcd .lithn^.n. i 1 .4: 1 . 
Rniliirllf T>i*4-. niJint^rL-r i^ rfiij lOOOJ 
fcani ^sjK-ikmnl TVrif.5 IT i>r»ponenli nnd nonrilcir' 
plilik rter; or OD'jy opponents Any side, will 
disou-: op] i-analE- C-ctmaci Gary CtowbII, 2613 

U'nih.i. ftuiw, idahi? ft; JOS- 

Niiviv'i: rtt^di L'^iv.iKni IVjJ fh-rii tt'iJ Iff or D-[Jay 
will take tiihe.r side, any rules. All letters answered, 
fylirji Marliidlu H±Jfl Mnne ClUnjo IIL. Api. 
Jtto. Irid l ufn l ndfn< M.jFj ! ;am?ri j.rr tin 1 iCjI^jiLj of 

L-'-i-iiip-iiH-licn. not iiiurja;. 

For sale LoWant, D-Djv Jul (arid 53 .50 csrh 
1 914 14,50. 50 term less Tor Reneiadt in«nirjcjr>, 
I rial's just urn; oj Ife ^od ttim^ ohoui hems i 

Hl ■ ■■.!,:, i, Why nor jam? H|Ll i' 1 . 11UV A Lit 

^tjiny irltBg an ijrjpjltt ill 

Pin, i upjiLirKni* wfliii^Tu Wm Lir Puift Flrlit-r 
bide *nj of *fl u|'tJr>n*t i ills*. All Istteti iiiiwclinj 
Cujilaii MU.t Qikigley, & Woodvlpw Larw. Algon- 

■ ■ Ill '-'j. 'J. Alifh L lor nalc Jutland, *tceUtnL 

condition, vfry crtcap. 

ritiwii; seeks opponents m Mid*iiy J J luycn ol Jr 
ItLeh 3$t preferred. Alio, I am interested in bujinj 
Cijnd pinL-4 ConUel Wmtf W?illrr_ 5 S. Wwidior 
.l_^Arlii|HtBn HbU-., Ml. oMO*. Friom 15W7St 
For ule Volume II, Number 4, July-Aujjiul of 
^Ira-tern and iBt-licj Maftuiine. Will sell lo hinheat 
bid overij dollar fond Iniiuiry If Damrll WtllHim'F, 
?37fjMainnlJj. i [>i-!i] 1 hinLS. M.biMW 

JfL-Lii Aijb7l-w.it HuroeJjiid Yi.Mi'li iir.ri it'firl .1 U 

offprs m4tiy HKal tfalll|l an lim, f'rs-.'ikr., meJals, 
pmmoilons, conquest, thrill, etc. Join now'. Write 
Jtm Kronrnhetn, 'JUU Indian Cirek, EjM P<i>na- HI- 

^lr-.J| Ajjj^i^yj>r wBfii>>Dii! 

fivm I >.W. Jfi [Vltfjiij j^nne", in rn.y iif L -j Ittcliard 
Lni:lrt. HSa W«ley Aw . Fvanilom Til W?f>l 

Pkoiie IIW ft-0033. 

Adull onpunenlb ffanttd in isurLhwesl Mjburbh uf 
Cliicaso- HftVe plav*d nearly »*fiiY AH game, I Imve 
Bkiljn', SCiiliABjrad. 1911. U'Mar-:. Dt;patciicr, Man- 
ajli'menc j;..I LMtifr* John blister. \; ; II A. '.D'J-i 
W. AlgenqLiin. Ml. Proicwtr 111 60056 FtiBiK 

^IfMflfyn 

l^tiULL 1 winLi 3nf.li SL'liool ji:r iijipoiifnt in AK 
Filhcr ijuV Write Iifhh N_ Dr:vin* r JH Uuouc 

A^.Kpnhfleld. lik 4UD?3- 

Will pbm \3. BtiljiP EiThei r ,ido -vii i-^Li: 1'. in 

BuJji-t exempt omc wuy fi-affl-c, First klter ajism'red 
lor each jjamc Join the Rtncrade^ 1 |4«V9J.28. 
Crsi» Ag|u,-i. U8 *von Ci , NoirliffeU l« fUVBl 

Lm^til FTF wfmlriJ 

Face-i'O-fatT ^ppojwrni ^ajued ir. Rarnijul-Clcan- 
UTe Aii F(irc« Bw arUa Will pl 3 y Eliij;, AK. 
D-Qav. JutlartQ- Siikt nnd wmsiloo lettlisr stdt;>. 

lonttel Kotjfrl KeJta, id. Li . 4'»'J E-. IjMchworlh 

A ft- .H ■LnMii I. IB f^flfrri 

Li-lijVillf r,j| f" Hll L-'l.l-f.lLt |ljl] li limits il. in V- ;,nr,( Fiji 

&alc il "-.-.p- 1 rjrtf fc.iUli- uf Britain, I .din,.: and 
I9M. For Thus De^l in roe m bur Mrviwi. roin tltc 
IFW. wnte D-uub Qvjtt. 2 Linden Line. SjMB| 

field. III. fi'J7U'J 

Wantrt) InfrnTrt. on WWII Q B \ H»e3 A.F Nayi« 
Ami ftB flf iaTilJjrl of Uavar Cdnjritrfu (irtwohrejrj A 
netnralt In ELimpean, Ru&sJaJi jfilT Nt>nh African 
eonfllcr Will L'xcnanmj lnleinnai|i>n Rjtpftril Saver, 

495 MttJIanfl Dr.. PanvUle. tnd, 

*iinld liil-.iriiiiiti'.in •.• j^-.rnr i '■. -. i n i -. l i-. ii.'i 
Coiji. I would like to kunw mrtie. about V.N.. 
Dip|Lrm*cy. r_flnfmrtiallori and Nuelcar Win Ste- 
ven Hubvun, 4^0 Ailibiict Avt.. Muni.rk-. Ind 

473QJ. 

Fun? Creal Fun! Aeticn'! Muth Aclion! Friend*? 
Mnny Grcal |%EBn4*! Monsirou; Btnerilsl Prod 
gets? txliinsjYt Lists.! Competition? Stiff. Cinil 
IcrujinB. CompeiiLDn! Whtrc?^ Aftre->->0r UruOb 
Lml (SAO. Jim PfelpjM 617 Fifth Aft-nur, Shcf 

Jnif>.lLim i SI?fH. 

Arpiiantk! Wmu in> u.jinjrrie'-' UhlIc Adoir *anb 
you tojotth tile Panitr Lehr. Enliti riow! Vt wccpi 
all challen.ae5- ClHrlewTnant David CniiRer, JJUt 
"EL trtflntt Dr. Siiawr tfg Mi^trt n. Kartaa h<i JQ5. 

1'Iil hi Sin-.!-- Annv UKIIJP ilrjll-.i t r ? -,ll L llir.> ii> 

Waifti^lni. f)C ,irM l^nkinj for a club on rhr 

moif** Join tw and get intoacrian! Mart Robwn. 
1000^ Qn Dale Rd., No. 101 Larihsm, Md. 
2QS01 

riQVLJc-HtalLn^r^d n^.-.i I't iijiOni'iKi ritlltr Side 

Conuei PjuI Oldikcr, LIJ4 ilamesitad St . Dalli- 

niD[c.Md 2IJM3 

Will pfm IVvlie. Diplomacy, Clieu and Cw. Am 



OPPONENTS WANTED 

■ntcTftted in jottLinK a Wiirj}itiin:t eroup. r~rcd fJLinn, 
BD I.MjjiilieiLl Pi ■*■»■. A.I".:>.t^ 1 ..Md 710111 . 

Pony e*prcu rl *tl UmvIii-lI up! I JrirH: rflCV-IUhfjUV 

ojiporwntS" ff I »»j and ,dl AH bud pirnci. N(» pOirt 
Will iravL'l wtlhin reuon. Ralph Mjtheutn. 10 
bUoiioni Si . Barton, Ma« 02|M, I'hi.r.L- 
?4:-ihjij: _^_,^ 

liiiiisid fulljnd. Tactics II faesa.lL. Illrttii. L-nable 
tiiii* lifsr iiffi-i tdk^tilhrr£frhL-.1h Stewurl C 
Ml-LcaIi. 770 SrFure St . F.npr rti Ma n. 0^ 14V 



Uvt opponvnK wanieo. far fJuljw. Hb*p tui will 
muHjt Will Mlf I9U, IMil*, rtiancijllnrwllk' and 

Dtopiftllu. Ok-vr 2S r-refurrid Norniau A, Mnc- 
IXmnltl. IW S. Fmnktiii Si,, liolpiook, Ma» 
a:343 rj-iO r n: '-Jjjl-I J-J". ^__ 

AblfilLrng 1 (Tnirkminn.ili.l I..t-l1 lu'.iili'il hy i lllllllr] 

nu^ Iciinltei Family, will ilftajrly Mail nil}) «n .dtrd 

i* nrjamLTT 1 Huh thai darc^ upfjiiw il Wr jilwj liaVi- 

(JeA'^laped a biilliint mathod w ^ar-hirnuluuun. 
J.V. Hp\'fs. 365 HigliitmD. Am., ttolla&ton. Moss. 

02170. 

THdj-' W.uil l-*l'-l-' in l¥cti« or lllilr. IWill travel 
any reawj rwrjk' JiStniiT^ I cJUtVrUi; chilw r>r jnd> 
ijdWf, I will l.'sxn ullirit EliminalLin WhM to 
mi!rj:ii. ImtmiedT Pflmar Latvse, -JJ+I Cregoj^ 1 

jtjj_ r _gt:Htil u Hurl er. Muh . ISPJJ 

Live oPEOPi.'ni.'i wiem ai a miwe of Cfiiniiellor.- 
vQh: ai.J CAttyxburei bft Fi^r ink one ^dfy Of 
VuL I, Nn 1 S5O0 auJ Cli*»L^I1r»r**f»llf only 
51 fij CnnlaLl Sp»U Vi-aJeli 1018 Hiinrrtliiii' ■ 111. 

bloc.ni.fie|.d.H iii sMKlt, -i>.t>t;. 

t'ni wlljiufi lo nui nnd nanic-misler y [>bm multlplt 
command Waterloo with speiul rules itunoweli iff 

Eiitc-rt"i1ri1 Also will phm 1 i[,l!ui,ct.iJ ffilllerl or 
Wiiftilof (Fmidi> rh»nc<-|[ n i^l|e (71. darks 
Al«and«. 233J t_V.Wwiiid. Kalamaroo. "Mi t h 

-IVl'i! 

Play-hu-rrtail BliUkrtsa rvo hlRJctr, nor wc:iLher 
- prefer blue Hul. am ops'n minded Other namei* 
iBue-to-ldcc. Willmm J Rost, 2JJfi &ta«- Detroit. 
MrJfc 4H:0U. l J honc 3 I .-l <At.:i S4J-J>U^J 
Jnln Aftgr**sor and you r oin the- best> Enjoy sweh 
benniltlB as. Fai&rale- Rtpsn Aatrescor and Fed- 
era|o Armaments, mem friends Pbni KHjrno- 
melils ipslots:. Join tinVi*^ rJtJi Afrtiy AtiNCI Jim 
Tlaliihcnbcre, 413 Adam-, Dr Midland, JiH*. 

4fM0 

Face- to face 1 wanted In Oto^sl' Poin(c jicji W^in- 
loo. Bicuiarek. AK and 1^14, Mik« .Shannon, 

JJStM rUVlf RiJ . Girrtiyr PfiMl* wootSt, Ukh Tel, 

J itij | -JJ^S3 M>i.' a'l^'Pv 1 liilJU-ih'd in i'.i.Mul' 

1-ur lintt <."h:iriLii'..'iri-'dk. i.fcan. L-Orikpktt, in mini 
conditiori Will be wld t« Fuwr buyer wbo nffi-r* 
?25 UH (fi tliEtiLlij uFFcr rttei*rd bji Frmemrj 1 !i 
MlktCorwn. 372J $<oi( Ave. M. Golden Valley, 

MinniM-ota SS<t2t 

Fni Sale AJfTiKfl KPflpl, Stalinyrad. D-&C.V "JS. 
bach lias allornpnal eounlen includinis blnnk* and 
sijrrsEiiiEtr.-L llaih i\ tompletL wleIi phm hit. Ideal 
buy frit vf-onc wt fnf pbm [ilay^rs. S? tail 
indudiiiB I'bm kit fotftge suill be jdded t» price if 
S itnd It to-yoti by mall. AI Mi«Je, ^517 strand 

Ave. SoUll), MinnL, 1 !;-..:.!!- . M' -.j wv.iU 55m 

Jcin Aajje H .ojr HiMiKUiid"'; IS Arms: ExpeiflflM 
prcJetTcd, but will train new rccrulh il needed, All 
lettiin atmtftatA, tt. would Ufa) M l^now the srairtea 
you pby Wrilt to Scoll Delfrj. Rl 7 Uox 4S. 

Lt..ekiLT L Minii !J(O.H 

1'bm Ak 11)14. Cud, Dili? [1-D.jv- F-T-F :i[ij 
(time. Be pre cured In li*e. I am very good. Adullc. 
Mike Goess, -1041 Linden Hill 1 . bNd.. Minneapolis 
Minn. SS41&. 

Wimt.'.i Aiiich«-jin HilIl-l- ..i|i|»onrnt tetr n-lirud [h-ld 
iriihislr.il vl.ij tnln-i I i.i n-lilpn llj r|i|- H lifr V-l 
Gaee ClLarlJunreau. BW 574, CWsajJjjBl CoIIl-jl-. 
MoortiBad:. Minn. j*fja*60. 

in ilalinncad f -tr-ii n denv CerniBn itottLrie ol tin- 
Kivtr Ncmf.rias until lid IhiKt move Aujjual 
IV41 AIM! Atrika Kojjrs, IV|4 Ml (Atfl. Vdur 
(trbde^«flld« liin Wiilkfi WiH KJi^t.n.y. Link 
menhir Ci^ M_w. fiJIM 

ir wDii warn a pOOd ehunce fur liij^ft rank Icms -Tin; 
Dflvifc. Brigade!" Conlact Col. Dautt Cokineelo, cro 
llo^ 38, RD i. E« Harbor, ISJ. Oi5cl5i. We will 
pbm D-Diy (lURetl Wc will crush yoj H^/.i Bum- 
hiipfs! 

NoViih- lvifiiIiI IAl- 1.^ |j1.ip,i 4t,iIi i i _i-.i :b.l riwH-st' 1 ! lai.- 

sv.hich side in- Idhi. with.. iVill .iiv pttm tSM in 
D^^H'iatlcin. FTF Rlsmuck and AK."; Write David 
WlLion. I B-Litkluy Kill Pd.. MtntisiOwrt. N.J. 

H"/h\j All |rllc;j3HJ*Ctcd. 

Would llJii; J-IT CirnOnLfll in WLlion Ji HlChllea I 
fan.- TjicK« 7, Buley, U-Ttn^ir, AK, JuIUih^. BIKj' 
and l*H AIsu iiilernJnl in joining; lunaf clnb. 

CMiilarl Vjit Etbeiuri. 7QI BtiChtltDnjJ S.E , Al- 

barfa N. Hm. WwniMHgTft 

k y n lplcruppr VipiT ciuS yoii! ijrisn hencrits for 
plavcf. of abditv. JJnin nusv, and ivoid tut rv^li' 
BA anytiad>. k.tii Btt 4th Hi-iehV CMU0 I^arv.- 
Waihic-gteifi In! ft Rren.iVtrn.\d Rcrnd TLay^hnri- 

TJV 1170ft. 

Wanted Will pay urawiuOL- I'livc i'l.-t i^i-. 1 K.iivpi' 
pliamplifcl HI tlit BattUr or." The Qnl^c. WiJ] HM4fi I 

good photoit.i i it bow, bfaek on while, ofjoiw, 

Contact TcjtH CruIfY, K1-4S r^ra man Wealth BhrJ . 
DeUrjQue K.\ Wilt,. 

Weired Hm o|- t --.firi,t for AK Will Mj Vili Wjim 
game. For tale brand nciv 1914 ap4 Sialinjtfud. 
fJr^T offer Please corttacl Dick RktoHtaori. R-D, 1 , 

BoliVflf, H Y H7IS. 

Winted Pnnl C-prttinCnt for Dillgi-. Prcfcrjbk W. 
veanold Trom N Y.C vicinily i will be At-t Find 

fttll^ iinjtiw} IriM Ue llli^CH.-J- VJt'rfc tf J-^lin 

EnmlidE. 1115 £, Sci-Lti Si., Brooklyn, W.V. 11236. 



OPPONENTS WANTED 

kbrti uppunvEil vyantcd foe D-Day, Tau mam^m nr 

B*iL( h ejTlier ilde. S*Hd ttCk'C ptflHCK, If AlLk't. pr Wl 

up, tf Ocrmittti. 1 WCteoini; dub mid iniJenL-rideril 
chatlentc* UlikJ Cflrilael Man AnBc M bf-ttiii. L 30'J 

l-^s.lL-iiiP.iTkwuy. llirn-Alyia. N V I I _^ I _S 

but thr ultniMTi MfKnerje* All y«u war mon- 
EcrS atattd HJ and right Tn< bblri, I fielit RW Venus. 
Phm any ttwai-er, all opuona]*. Wnt« Grvjaj; Cubit' 
osa I31H, 74lh St., Brooklyn, pt.V ItM* Amor 

Vjacit Omntal 

I hiFtl tTchiri Fit-e^i. r^pL-ntno-'d wmfjimtn, Lind j 
few murrj ViipaHi- ddLmniinrators. II you ihmh you 
.lu.ihl. for a position in .i.ir lOnlnlalld slmctUJ^. 
wile Carl Pawlak. 114. Pierce $1., Biiffab, N V 

14506 orcall *2<t-55f»Z. 

Pbm opiHintnts Wntfid fflr IPI4 and \J-ki*tl- I svili. 

|.|u> Kr.jiit-; j it. J fipl Will plUv Li-i UiyilV LiptlOfljL 

rules a> DOSitHe. Kuja Im1i>, 4JJ ParHside Ave., 

HuFlalnMemVLHii I4?lft _ 

Ta all my opponents. rViiteme-lj sqrn , 1 bm I muii 
hop all paints If yon think you w^uld luva won, 
claim a victory Qui ptebiic, tuc ymur juajiweni. 
}ctl Klein, 17TJ-E4 i.-ujrh Avcntti-. Jajniin;u. ^.V" 

11434. 

W r jnird Pbin i;i|ipvm-nl* kn ftiitlr* "f 't'L' Rhi|^- 

(dilhri vider and CJpM, *i« rtw rlay FTF Efulfjeuj 

any other AH pirn" Kwirl Sieininrki. 15? ff, 
Klm^iew, Lncka wanna, N.V 1431b. Phone 

« :^ O5?0..AU tL'ltgr-% angered. 

Wupied Clyrj to itun. Prt'fer Urev -'lub with (..ood 
chiinre in rnnVe Up in rank. Jutland in my best 
HOH Akft play Wjl«[fio. DEilj.. and !?U FT F 

li -Jill.-. HI il.-l, Hiu.l Mu.m.Ij Si-* Vurk 

U JO I 

lin'i aiiyoik' In ine uliy intcnEied in FTF ^'aritini- 
IntS'! riJLu«riuncL'd $-v : M\- decern W a r,erl^o. iioyUh" 
fllilf. Billed liwlEC. Will pom 5-gnui (mil (.cr 
mans) William Ijilbcrl. Z:^ 5 b Hill 5l . NcW Vork. 

NV 100 IS Ph one 9flS- Vlfla t 

Pbm 5j-ijjaH.i Clppontnli wand-d. Hjvc 0^1 record, 
but have yei io fa« a ma&tiT All letter, anrwmd. 
Would also tike Info on flny AH iporti teftJtSn, 
Hobcrt WoKnli-id. 2b Unvcncort Ave. Mew Koch 

elk-SY. HJHD5. 

PrJm oppunenls for Bulge ,-ind Cl-liiy fAllinJ. sTTTTk 
lor Alt and Sinul iCirmiTii warned. Contact Vir 
KawiL 170 Senei-a Pkwy.. Kochefler. H,Y. HolJ 
riampfiruprK' Viper m eHra.ndiiiK. We dcm'l eipecl 
ill rccrultj lo he Sapolconsor ftommtts. only Iriitl 
Ihcv W willtni to Ity to win- U^nlaet rtichard 
diti 1£4 S. rrnhr Ave . Rekkyllh antrt, N V 

1 1 510 . — — — 

Wunl L-d Phirr npf.'nenJ fur GelfysburB Will Lr»- 
Lwli suts of t^iunivrs for Increased a^Unn. Prefer 
Llnmn Opponent rtrs-iud vi^iory eondllioni. t>r^iii 
Staiilon, J_l I ?04t Lane, SontliampKui. N Y 
H9(K Anronc KnVc CTlanC^llpfMrtlttf t ot ale? 
Uptrtxient Wanlett KTF ci PBM S-|fraiJ"(»iTf)ct), 
Vl4 iGermajul. Tallies 11 icLtheil. pouifily AK 
(ritfier). Wnlc Or phone nOl eollcCt Aalufl 
fT ( a«h^iii„, ^.T-Ciest Dr . Tarrylown, NY 105^1 

PHonc^U)cJI-3753. 

Crick S-grid ptayei wekt abls opponent*. A-S^i 
replacurtiantt. miut ttdv Also a 1914 iyou 
Jricntth,k Send upturns on miss Jmi l-l*. I Waterloo 
acyortf'O Wfilc KiLihard Shslvoy. JLKJ Mitn Uorm 
Rns.307-B, ItH. Troy. N.Y I3 JSI 
Rcicliiwehi SSucnfr* AtuKiji Hill Sjurfcn. 4il,^ 
4th R*ieh and Boldlmd Irj-flJU. 'H* V ittcZii#*b 
Cciiifed.) No- Gubtractlone nr additions lo rules 
before or durtric, e^nte. Tf no answer lit our 
victory. U. Hurt. WOUV Ocne«e. SrtSvny. N.Y. 
W. n r..| II F oppnni tit, ffi U: Bsrifn -llnLiif,.-^ 
W*J«lM, MiJstaj. Rlili.. QK^I, 1^14 *nd ttlt- 
loud in Murul. N.D. arcu. Prefer fdllll »r UrllC|E 
All accupted. Sgl. Julm Chandler. 1J7-A Warily, 

HI mil AF8, NO S^7QI- Phnna 727-j l?fi 

LouiiiMK rnt cix>l1 loi"Jl rluvcfJ- Play iw^kn Kflflif'.. 
mdudttig 15JH. Will play by phone. Intended in 
lean! ptay J Catl oroniise ». good Krici of gairset. 
(FW nirmhee Ken Courue|mJn, 55 Avalon, lied- 
ford, Ohio 4414 6 . 

AlLt-rni-srl! J-'iin li". IH'li Rlil i 111 ;. .^11 r-. - i;plv ill 

Qrrio, Indiana, P«nna. and rtenlucky, We will have 

r-iiiarly all AH warfraiflti and mosl Pbm ibis Jan. 
(.untaci Jumvs Mantock. J5 l) 4 RohRoy Dnve, 

Cinncinnati. UhtO 4il3 1 >. 

Tiwtliyl-TrithiDprLLiiiphiJr Tlie sliate E il LiLlical 
Army, ^mne J-lulv 55r!ig mwlnri POHliCf in Mir F-i 
East - South C'-'luiiibiu m FTF. all wari;ames 
-SicCpl WaleHrio 4nd U-Boj(. Cotiuci Don Wrjifi 1 . 
I-W Hunlly b„ Columbuni. Ohio 43217 Pboile 

Sb I bQct). 

Fur ulc Iwu it,Tnics nf L>4Day I9in1 . One m annd 
iHHdflton. nevm usrul S4 00 Ttif.otltn iwn*nw«! 
in fiilr Lunditvun SI. 00, jjIus pofiaLX'. ke^ln 
McCartby, 3jftt._y. , al]Jni.'rHird. SoU In Euclid. Ohio 
Wiiulll .i.ivliLi.lr Irk l- li' pljy Phm bjwc BolfivO will 
be Garmsns) with a novice Alw eluhs J'm up fpr 
jiarrt. Nik Mwkdnre. MI N. Finn Klin. Delaware. 

Otr-IQ4?iJi; 

JOm nu*"' Ae*Tciulr's bOth Army n-rrils, you 1 ' 
Meet many new PrienoV Iain » > l.-l> ilisl'j ejeiruj 
DlUCl. Tn jnin writr Frii HrlsUn. ^00 lonie Circ|.' h 

terrajj, Ohio 45333^ 

KSU Uttdent. with S years Mpjrience al losinj. 
v-ould like io t-ottli! FTF in viciniLs 1 of L*ni Slate 
Lfniveriny. No etir Any jpnise baatd. Tonuei 
Chmtcpbtr Harck. Boa 105. Iohn_on H..II Kflnl 

Onjq44J4tl _fa'?J-'i4BJ 

AjryL-iii>" - iiitrir*.lF'c1 •" Gujd^lcanal Ptim Pjsk'. 1 ijj 
4fl L-enit}. yor, pay i-ostaiie (S cents a pa,il|. Save- 1 
cen(»! Aiiyopw: owning topie* of Sl__dn,e CsmfriM 
M.jta?inc plc4.w ton Lie! nw: I want th-crn ! Wnk- 



OPPONENTS WANTED 

Graff Huffman. ?15 Mytrlc, Terraee Path, Ohio. 
InfdTmaiiriii wan led Oh ittilllMy mirtinturc jamh.*i I 
msh to know .bflin rules , «B5ipi«tit>n or Ibcm, 
and Wttofe the ae^-t -ia fty tuMri-rtali may he oM.in- 
rd Dir*Td U:lirmni. 1H5 N dlk Si . 9at^ra, Ohio 

45 1 &3. 

Fact- ir> fa,-* marrrtiws tleslred by AfHr^Smeinhvr. I 
nm iwndi(_i|iped vj nil meic|i« iiius^ o* af my 
honie. II interlaced contact Htchmd Netlcr. _TM 
Avera Afc. ToKdri. Uliio 4Jt-0!l Phonic tH 

.^.1!i„ 

For wle- rhaine-ffllorsvillt' ^^.00 iinJ [he trripinal 

VmUiei, !_$& Wanu-tJ Ptirn for AlrifcjlCp-nxand 
Slallnj^ad. Write Bnh Hers, H2H5 NurTIi Hijh 
Slreit, Woiiliinmou. Ohjo S3tlHj WortJun^ton 
penplc c-ill me .1 bH'i-'fti4.i _ 

FfcTiL-h (JF Ctrni.ni fn-HL'i.ik *,-|neri| Tlji rriiiJ-'f' 

tnafli ol "All QniH-t ntl iW tftUttfi F«imr ,h as. 
oppu»-ilion replyirrj; v.i|l be liEeinnl m 1^14 
pbrn. itantfard gamf. Pay Wotdayn, Bern 34_. 

Cr^v- City Collsiiar, Crov- Ciiy. Pa. 1 &1-7 

HuVe josi lH! t -n rcle-awcl Tnuu prison, lioiv played 
AH sanies in solitude 7 yean. My taetici and 
liruter-y vireiil. nlw tnymJlolc. Citrt pbm Hhli. Al 
I l.,l,|,i, 1 1" ].,m,- w ..-I Tl . 1r.it f, \->f}-> 
Wt-Mr-iii. Pi-n n:i Ohm W Viitji rlHw! n-a'd iio 1 fuTl ]»■ 
to* feu yo(p have found wlvil v'ili .ire bioVing fot, 

"■fer Futhruer Esw,idrille" k the ciuh yon want |a 
join. Write TtirJi Johnstnn, 15 Center Ave.. PlTtsr 

bitrnh. Penna. l^JO? 

IJeipuraTt: Ircr I ji.i7-ti.-i-- 1 iilv iippnnciils Wall play all 
n4H|]i niii?. and Wjii'dcru Couiau- Tum Ftirn- 

HoJi\ 36»Bu[fU Laiie^Piltsljiiti^^fj IHJtfc. 

Wnrld WlO« ConTfol seeks navy, PferrvphiyinH, in#ni- 
hers W? invited strtall club^ l« joiti Ihe Oraartifi- 
imrj. uJ Coniomed Lamm Artued Forc*iiCC£AFj, 
I or iflfumtalion write In Kric Yoiuikins. tilZfl 
pLiuijIa^ ?t Pilt-Jiur^. Pa. 1^317 

Wt jwlioycd Cjjjljin Knk Jiid [lie "Eihleipmi:". 

We now want you. Wilt aeuepi flpit erial|ani«s. 
Quad Cftpir, AK (RammdP.P-Dny f AKissl; Rorfi- 
uIjh Siar Frnpurt. SurrCummandtr tiLfnill. 2b 

S.ij ni [it. rirt-,lLi.i I'a I HtrJJEi 

WSr -J.i-.ih-' in ri.irik ynu ji< Muni, -.its fin 

Totenkopf SS and Reicrnwehr-der-Wchrmacht of 
Vh turned tiii down. Wc jjlay reciprocuFrKisis 
laurtiiiineriis- Foi informiHit>n, Wfile lo Sl*Ven 
KyHi^.^^tH.^CCT^t.. Pui'ihjrfJi.Pj. 1S;|7 
WaltrlOiD uli. Ak Adult [Sbti. Miiiiini.-nls ninitLit 
Lithe r side. Witl facc-to-face in the Rhode Idanri 
are» Icnl.n k.-nn-rr 71 Princeton Avr , Prtrrf- 

dencT^ Rhode kbnd 031)01. 

AH. Asjirssor. Tin- AsKressor Homeland Wo nial- 
iur whaT yfu mil it, it still means the »me Ihine. 
The b«t wurjiaiTiinn dub in e<ti5tcnce Write for 
in Forma Lion to E'hilip t^mnl. box 4to, MiicIil l II. 
51 P. 573D1 AUf>pbni p-D.ij I'fUakL- Germatn. 

hciliCnl.ll.V (..HIIII ' llL^ljIMlillt, i .i.^i-s ni u I I I.I 1 1 h- 1 1 1 :. 

psijnt tyileiii, frkndiihip. and lii in pet J Lion are uLI 
eharaeierlsile ol Hie United Warjtamas of Arnerlca. 
i-J iiil'iuKt..: in IJ -aeiic Inlsieatad'.' Writ, 1 Mr. 
HJbjrfc Dumdei, 3c00 McGavork Pite. Donclaon. 

TcnncMce. 37JI4. 

I ilr-sjrr Pbm [1(1(101 ir.il* in Bailie mf rliit»in f! .11^ 
tnalidij and Confuinratlnn (I ;im either). Also I 
urn imertsied In 1!** BorM*. Ronald Cariand, 31 
[■"ranbeTrj 1 Street, Johnson City, Tennessee __%£_ 
W[|| Utt hijEliL-sr bid on L-ocJi unused 191+ Viet- 
nam, flattie df BHtain and Te,n f rontaiirtn. JTF ftr 
Prim op |fr>|iftnh w.inie-it in e, S r.id ami W'^ttnloo 
Joe' Dromrtiond.. SoJt 1421. Coll.ejje Sfallon, Tenn* 
77J340- 

Am inleresled in Pbm Hlitz. and buyniv 1VI4, linn 
sJoejfli. 35ty Ctmnatt Ct. Fl Worth. tttM 
7QE33. 1'l.oncWA J-I6S7. 

Wanh'ii liifoiinatiiiFi 011 dm Scienci 1 Ciwj* . «- 

piriMlty Vktm J NuSlfJw Wm Al«> il-n'm 

(at'*- to-f »iw eomoAt on neutral around in Afrika 
Korps or 1 91 4. T E, W-Utfiw, 33 1 3 MtlM Willu,,, 

Drive, rsHrfBK.Va. -— 130 

Upponenl.-i wjjited lor fSSt Bultie M t3ola.Ln or 
1 tataJajr Abo wanted Vflliirnt I. Nuinnei 3 twut 
of the fierier*! Cunlact (ci delolls Hiuclc Line. 
iAtl Fivi fWrs Road, Vuginla Bejcli, VnipnLi 

2^455 

Will wll or trade RUM of V*H Nam, Will ptffll 
Woterlpo, Alilka Jioirps and SfflliurjEad- Unty *« 
ftr, o3U Wiittiw a'treci. |"ori lo^nHnd. Wajhiniiuii 

'Ift^W 

1 mil inej.fstTiieni.ed jnd iieed iidviL-e in Bulge. 
Personal or iforguidi mail- Would Idr io disrw— ; 
i!,ni'ii- and iJne>n r-i-.iv Am an etjier tearnst. Ciui'- 
M4l5ha!lH N, US 16 PiltshUii; St., Stfukrinc. Wpsn. 

mj&j&sui Hi 1 j -jusi. 

Wdl Pbjn mp KrTr*rt_ AK All lel^r* am**f 
rd ESS in joriU s^ntnil nf W^liin £ lt... All new 
Tiirnibers wekoine. TotrFttupi SS nci'd not answer 

my last ad. The ESS Urn- Smith. SSJ1 lOOrh. 

T^^oma.Warli, ^?^ Q . 

Tnu EmPiie COrilrOlS W, Vn. and Olno! We cttal 
kilj/C all clubs to pbm AK. WjierlooOr eiOst nitier 
eainci. Write 3rd iCarthajjInian) U^irtn. £,'n Tom 
Harktl. f. Fclio Poini Wrj«-lina. W Va ItMH^ 
TFWs Slil/trijE Mici^-iy LnrikL-s ajpin. positively 
ending eunlu^ion over Blltakrica. Now available to 
non-IFW arc a complete llil of rule erarLftcattorui 
and mantliiy ncwsletl^r dctling entirely HABri tthli. 
Hk-f Kiart t.riitne'. 'til woodward. Mudoon. 

Wis»: ^7tH 

T .111 l.niki»[-. Tin liin jiii..e.|i lo buy Alw wiin 
wcuiid-lLarrd WiLcrkm. Midway jnd Guadalcanal. 
Contait Rick Anderson. Ti; siineu I'l , Madlsirn. 
ffttt 



